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J Long before the times that history remembers, there was an age of great magic in 
an ancient land called Kiltia. UJhen the great flood swept ouer the world, the culture perished, but a hey to its 
magic and secrets-a book called the Grand Grimaire -is said to haue suruiued. It is foretold that the one who holds 
the ancient text will be able to change the world. lTlany haue sought the book, but none haue euer found it. 
Through the ages, many legends were written about the Grand Grimaire, but legends are often forgotten. Those who 
once knew it called it... The Final Fantasy. One day in the peaceful, snow-couered town of 5t. lualice a young boy 
named ITIewt discovers a mysterious book with no title in the local bookstore. Little do ITIewt and friends TTIarche and 
FV H Ritz realize that they will soon begin the greatest aduenture of their liues. C 










From the real-world town of St. lualice to the world of lualice, you'II 
meet man>i new friends, familiar faces and mysterious enemies. 



And one of the 
snowballs had 
^■ V a rock inside it! 


Eut I do know that 
as tong as I truly 
want to go home,.. 


mEWT RflllDELL 


mflRCHE RflDIUJU 


RACE: HUlTlfin 


Marche Radiuju recently moved to St. Ivalice 
both because his parents got divorced and 
because his younger f O- 
brother Doned needed 
the fresh country air for his \ 
health* Marche is the new kid in 
town and is very unsure of himself. 
When he appears in the world of Ivalice, 
he begins his quest to find a way home—a 
quest that will change his life forever. 



RITZ mflLHEUR 


race- Huirmn (uiera jobs) , j 

Ritz Malheur is a very headstrong, outspoken 
classmate of Marches and Mewt’s in the real world. 
She has a secret complex about her hair, and in 
Ivalice, Ritzs one wish comes true. She travels 
throughout Ivalice with her friend Shara and 
their clan. Ritz is well-respected by the Viera 
and able to learn their jobs* 



monTBLflnc 1 

l_: 

race: maacLE 



Montblanc is Marches first friend in Ivalice. The clever and witty 
Moogle teaches Marche all about the world of Ivalice and helps him 
start up their clan. Montblanc will follow Marche 
adventures in Ivalice—hes a loyal friend and 
clan member* He is very curious about 
Marches world and encourages Marche to 
become more confident in himself. 
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Doned RaJmju is Marched 
younger brother. In the real 
world, a medical condition 
prevents Doned from A 
being able to walk, run or *- 
play with other children. C” 
In Ivalice, though, his M 
health is perfect—he is a t 
mischievous, happy-go- 
lucky, but somewhat self- 
ish boy. 


Queen Remedi is the per¬ 
sonification of M ewe's 
mother and Cid s wife who 
passed away 
in the real ^ 
w o r 1 d s h e 
takes on the same role in 
the world of Tvalice, but 
she also rules as queen. 
Queen Remedi sees to . 
it that every wish 
Prince Mewt desires 
is realized. 


Cid Randell is^” ”'\v l L 
Mewts father, Cids life gjKS 
in the real world fell Wjj® 
apart after the death of AA 
his wife, Mewts 
mother he lost his job 
Wy and began drinking, yj 
neglecting Mewts feel- 
i ngs. In th e worl d o f 1 val - 
ice, Cid is still Mewts r 
father, but he is also 
the highly respected 
royal judge mas ten 


DanED RfIDIUJU ' 


l— PUEEn REtTlEDp 


[" CID RflnDELL j 

\ RACE. Hlimmi .. ^ 


\ RACE: ??? I 


\ .RACE: HUmRn Jk I 



Shara is Ritz s first friend 
and her clanmate in the 1 
world of Ivalice. She is a £j 
x serious and 

\ J - proud Viera, \ ■ 

k but also very 

r kind-hearted and 

P insightful, Shara is T 1 

incredibly loyal to Ritz, JD 
^vproffering her support WT 


Llednar Twem is a dark, 
mysterious young man 
who appears at the Royal 
Palace as one of Prince , 
Mewts guardians. He M 
is a Mageknight with AS 
a rash, cold nature. 

The source of Lied- 
nar's powers is / 
unknown — hi s \ A 
very existence is an \ (R 
anomaly. rj 


{R? j Babus is Prince Mewts 

and happy. Babus r s selfless loyalty to Prince 
Mewt and Queen Remedi defines him— 
his desires are theirs. 


RACE: mODCLE 


E2el Berbier is a mysterious Nu 
Mon with a knack for creating _ 
powerful Antilaw and Law j 
cards. The crafty genius loves \* 
his freedom above all else and h 


Nono is Montbkmcs younger. 

brother. Hes a master 

at tinkering with 

gadgets and invent- 

ing impressive^g^^^^^^c 

machines. Nono 

runs an airship of his y * 

own design that he will 

use as a merchant ship JjH 

after you help him out in '^2 

Baguha Port (see page 13). j 


in Cadoan. 


W MimiiiTiBiHHfifjci niiMfV 


nono 


BflBUS SUUflin 


niEDnflR TuiEm ' 


' SHfllTj 

L race: nu mou 


■ RACE: 



RACE. UlERft M 7 j 


runs a card shop in 

Vjffl ft f / jAi V 

Cadoan (see page 1 6). The vIBUh 

\ i\ |i 

Royal Palace fears Ezels 

v\ 

tww powers, but he will aid you 


"ilk after you save him from \ i j 

• k 1 .o. cy 



EZEL BERBIER H 

— *'f 

cz 


race: nu mou 4SvT| 
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FFTfl is a very deep game, so take a moment to learn the basics 
before diuing into the more advanced stuff. . 
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YOUR CHDSEn CAREER 

r fhe most important aspect of Final Fantasy Tactics Advance is the job 
system. To become a true master of the battle Held, you must not only 
know what race is a good fit for what job, but also when and where to 
use your characters most effectively. Strong, weapon-based jobs like 
Soldiers and Dragoons will be good on rhe front lines, and also effec¬ 
tive against magic users. Magical jobs are used to keep your party in 
good health and strike enemies from a distance with powerful spells. 


SEARCH THE UIAITT ADS 

There are 34 jobs in the game, and all arc limited by a combination of a 
character s race, sex and ability knowledge. (Humans, for example, are the 
only race that can become Blue Mages, but they must first master one 
White Mage A-ability and one Black Mage A-ability) You can change 
jobs at any time with no penalty—you wont forger mastered abilities or 
have your stats reset to zero but some stats may rise and hall based on 
the nature of the job. Fencers, for example, have a natural quickness, 
so a character’s Jivade rating will rise when she takes on the job. 
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RACES & JOBS 




Characters with high A 1 [nek and Hit 
Point stats should wield large 
weapons and charge into battle. 


Kaep magic users and Archers at the 
rear of the battlefield so they can 
avoid taking damage. 



. ■ 

' (S 4• Suzanne here! 

C Bu £bust srs 1 
we; over too quick! 

Susanna mastered 
Swarms trike. 


Characters gam experience every 
lime they participate in amission. You 
don't have to use an ability during the 
mission to gain experience in it, 


Once you select a new job, all your 
weapons and armor will go hack to 
the clan. You can then reequip the 
character with appropriate items. 



PIASTER OF your DomAin 

You learn abilities by equipping weapons and armor. An item will 
teach an ability to three different jobs (at the most), and some 
items may not teach any abilities at all. As soon as you equip an 
ability-teaching ilem, the character will be able to use the ability. If 
you gain enough experience while you have the item equipped, you 
will master the ability and be able to use it at any time—even if you 
drop the item ihat taught it to you. 




capjIE lM. 


If you unequip an item before master¬ 
ing its ability, you won't be able to use 
the ability. 


If you learn only part of an ability, you 
can later pick up where you left off. 
Try to master one ability at a time. 


TAKE IT DOUin, PASS IT AROUnD 

The more abilities a character knows, the more options you'll have 
when entering battle. (You can swap a character s secondary A-ability 
before placing him or her on a battlefield—a handy thing to do when 
laws start getting in the way.) Once a character learns an ability, place 
the item back into storage and equip the character with a new one. 
Never sell an item that teaches an ability! You don't know when you 
might want a different character to learn it. 



Double Sward 

a& ee© 


You can press the R Button while high- Once a character masters an ability, 

1 ighting an item to see if it teaches remove the item and see if anyone 

any abi lit ies. else can I earn s om e thi n g f rom i t. 
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MISSIONS tB&k 

MISSION KEYS 

pg.68| 

MISSION ITEMS 

pg.180 


mission REOUlREmEHTS 

There are two kinds of missions in the game. One requires you to 
command troops on the battlefield, and one (known as a Dispatch 
mission) lets you send a single member of your clan off on his or her 
own. Many Dispatch missions require you to have a special Mission 
Item before taking them on. The items usually have mundane names 
(like Black Thread or Homework), and are obtained by completing 
other missions. 



Found Mission Items are listed in the If you don't have a required item, the 

Clan menu. You can carry as many as man at the pub will ask you to come 

you want, so never discard them. back later. 


jump aroutid 

When you accept a Dispatch mission, you'll be able to send anyone in 
your clan unless the mission specifies a job type. When scrolling 
through the clan, look for characters who jump up and down when 
the cursor lands on them—they Ye eager to try the mission and they 
have a high probability of succeeding. Characters who keep walking 
have a 50% chance of success, and characters who fall down will 
almost certainly fail If you fail a mission, it will usually reappear at 
the pub after a certain number of days. 



Happy clan members are effective If you fail a mission (and even jumping 

clan members! Send a jumping dan characters fail from time to time), 
member whenever possible. check the pub for it to reappear. 



jig! UliEflEl 


E Law 





I Am THE LAUU! 

Each battle is governed by the World Law, which dictates actions that 
are forbidden or recommended during the battle. The law changes 
from day to day and also after you successfully complete a mission. As 
you progress through the game, you'll have to deal with more and 
more laws—but you'll also learn sneaky ways around them. If you 
violate a law, the judge will penalize you and possibly throw your char¬ 
acter in the slammer. 



Qiinvirj* Up- 






If you don't like a certain law, wait a 
couple of days for it to change. 



The World Law system is pretty com- 
plicated. See page 11 for more informa¬ 
tion on its implementation. 



STATS APLEFITV’ 

There are tons of things to remember in Final Fantasy Tactics 
Advance — weapon stars, abilities, mission locations, job types and on 
and on. Luckily, you don’t have to memorize them all The Select But¬ 
ton is your all-purpose help menu. When you want information about 
something, highlight it and press the Select Button. If the Select But¬ 
ton doesn't tell you what you need to know, try the R Button—it will 
show you some stats and game features. 


If you press Select while highlighting a 
Mission item, you'll [earn what it does 
in combat 


If you press the R Button while on a 
World Map location, you if see any 
outstanding missions there. 
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faqcmowi 




Most of the action your clan will encounter will begin on 
the world map. You can visit any establishments in 
towns, engage rival clans, place location symbols, go 
treasure hunting and. discover special missions. Use the 
* Ighlight a location and press R to view its 
xiw* the L Button while on the world map to 
check the law for the current day. 


SYMBOL 

pg.10 

WORLD LAW 

PS -11 


Every town in Ivalke has a pub where clans gather to 
share rumors, purchase missions and rest from their 
travels. Talk to the pub clerk to buy new r missions for your 
clan or to back out of a mission you've already accepted, 
clerks keep track of any rumors they have heard as 
have come and gone from the pubs. All towns also 
a shop where you can purchase equipment for your 
Unique establishments such as the prison, the 
Bank and the Card Keeper are in only one town. 


PUB 

P9 12 

SHOP 

pg .12 

PRISON 

pg. 14 

MONSTER BANK 

pg.14 

CARD KEEPER 

PB-16 


I 







After your clan purchases a mission from the pub, travel to 
where the mission rakes place and engage your enemies 
(start the bank). Carefully choose the clan members who 
will accompany you into each battle. When making your 
selections, keep the laws in mind, as well as the terrain and 
the foes you will be battling. Before you begin each battle, 
press ! ro go into View mode. It allows you to see each 
enemy's name, race, job, equipment, flit Points (HP), 
Magic Points (MP) and abilities. 


When your clan clears a mission, you may 
combination of Gil, Ability Points (AP), equipmer 
item or cards (after you gain the ability to use 
cards). Most cards and equipment you win for com¬ 
pleting a mission are random, but a few are not. 
When a unit returns successful from a Dispatch 
Mission, only that character gets to use the AP he or 
won. Clearing missions is the key to strengthen¬ 
ing your clan and progressing through the story. 
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USING THE WOflLD MM* SCREEN 



PLAYER 


R INFO 



CURSOR 


CLAN FUNDS 


CALENDAR 


Press the L Button anywhere on 
the world map to display the 
laws list and. the current World 
Laws, The laws that govern all 
engagements in Ivalice change 
daily, so check often. 


Select a location and press the R 
Button to show the locations 
current activity* All missions, 
shops and establishments will 
appear under the location name* 
You can view any treasure hunts 
in the area by pressing R, 


Your clans total funds are dis¬ 
played in Gil in the lower-left 
corner of the world map. Your 
clan will use its funds to buy 
missions and equipment. You 
may also need to pay to bail 
dan members out of jail or to 
pay fines. 


One day passes when your clan travels from one location to the 
next. Every month (see the chart on the right) has 2,0 days in it. 
The missions that are available at the pubs change depending on 
the month. 


KINGMOON 




SAGEMOON 


MOVE 


■ 


SELECT 


HELP 


Use the Control Pad to select a location, then press the A Button 
to move there. If you are traveling to an area a few locations away 
you can press the B Button to stop your clan before it arrives at 
its destination. Your clan will stop automatically if it runs into a 
rival dan or certain automatic missions. 



Press the Select Button at any time to display help messages for 
the selected menu. The messages display such information as 
equipment statistics and job descriptions. Use the help messages 
to learn more about the world of Ivalice and the game. 




Press the Start Button to bring up the World Map menu. From it, you 
can access the Party menu (see page 16), Clan menu, area list and Sys¬ 
tem menu (where you'll save your game). 


START 


MENU 
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After you complete a Story mission, you'll have to place a symbol on the 
world map. The symbols (there are 30 in all) represent locations such 
as cities , mountains and forests, and can be placed wherever you like* 
The left-hand list below gives a brief description of the eight different 
landscape types, while the right-hand list shows the order in which you 
earn symbols (the first two are placed for you)* Be sure to read the Trea¬ 
sure Hunts section below before you start placing symbols* 



Build the world! You can scatter sym¬ 
bols around the map however you see 
fit, although you'd unlock certain 
Treasure Hunts if you place the sym¬ 
bols in a certain order. Keep in mind 
that one day passes each time you 
move between two circles on the 
world map. If you place symbols far 
apart, you'll do a lot of walking. 


I | 

Town 

Towns have a pub and a shop open 24/7. Most also 

have a third unique location, such as a prison. 


TYPE | 

Woods are lush, green lands filled with trees. They 


Wood 

have more battlefield obstacles than other locations. 

§ 

TYPE 

Fields are the most wide-open areas in the game. You 

Field 

can cover a lot of ground quickly when fighting. 

77 

TYPE 

Mountains sport high-altitude battlefields, which 


| Mountain 

makes them a perfect place for Archers. 

¥ 

TYPE 

You won't travel fast in a bog—they are a combination 

Bog 

of flat lands and water. 

h 

| TYPE 

Sands have few obstacles and almost no landscape 

Sand 

features of interest. 

- _ 

TYPE 

Ready for some spelunking? Caves are dark, dank 


Cave 

places where heroes fear to tread. 

6 

TYPE 

Jagds are special locations. There is no law, and fallen 

Jagd 

friends who aren't revived will leave the party forever. 


NO. 

TYPE 

SYMBOL 


NO. 

TYPE 

SYMBOL j 

1 

Town 

Cyril 


16 

Mt. 

Kudik Peaks 

2 

Field 

Giza Plains 


17 

Sand 

Jeraw Sands 

3 

Town 

Sprohm 


18 

Town 

Muscadet 

4 

Mt. 

Lutia Pass 


JL 

Bog 

Uladon Bog 

5 

Wood 

Nubswood 


20 

Sand 

Gotor Sands 

6 

Sand 

Eluut Sands 


21 

Jagd 

Jagd Ahli 

7 

Bog 

Ulei River 


22 

Sand 

Delia Dunes 

8 

Town 

Cadoan 


23 

Field 

Ozmonfield 

9 

Field 

Aisenfield 


24 

Wood 

Materiwood 

10 

Mt. 

Rode Volcano 


25 

Town 

Bervenia Palace 

11 

Wood 

Koringwood 


26 

Cave 

Tubola Cave 

12 

Wood 

Salikawood 


27 

Jagd 

Jagd Helje 

13 

Cave 

Nargai Cave 


28 

Field 

Deti Plains 

14 

Town 

Baguba Port 


29 

Mt. 

Siena Gorge 

15 

Jagd 

Jagd Dorsa 


30 

Mt. 

Ambervale 



Treasure Hunts are special events 
that sometimes occur when you 
place a new symbol on the world 
map* When you drop the symbol 
in one of four patterns (see 
below), every symbol directly con¬ 
nected to the new one will begin 
to shake. When you walk to the 
shaking ones and investigate, you 
can find hidden items* 



What treasure could 
lie in wait here? 


Go to a shaking symbol and press A to 
initiate a Treasure Hunt. All found 
items are random. 



What treasure could 
lie in wait here? 




Place symbols around a central loca¬ 
tion, then drop a final piece in the mid¬ 
dle for maximum Hunt potential. 


If you place your symbols as shown to 
the left—with a Jagd in the middle of 
the towns—you'll find a Ribbon. 



TWO 

SYMBOLS 



THREE 

SYMBOLS 



FOUR 

SYMBOLS 



FOUR SYMBOLS 
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DO’S flriD DOn'TS 


AflflRCHr RULES! 


After you enter a battle, but 
before placing your forces, press 
the Select Button to see the cur¬ 
rent laws. If a character breaks a 
law (marked as Forbidden), he or 
she will receive either a Yellow or 
a Red Card. If you use the Recom¬ 
mended attacks, you will receive 
extra Judge Points. 



Yellow Cards are warnings; a single 
Red Card will send you directly to jail 
without passing Go. 


The exception to the law system is 
the Jagds locations. There Is no 
law in the Jagd, so feel free to use 
whatever sneaky attacks you like. 
Be careful, however! If a clan 
member falls in combat, you must 
revive him or her before the end 
of the battle, or the unit will be 
lost to you forever! 



It's always sad to see a friend go, so 
don't let it happen. Bring lots of 
Phoenix Downs into the Jagds. 


LAWS & PEimTIES 


There are seven sets of laws in the 
game, and they change based on 
how far you are in the game, (See 
page 69 for info about the Law 
Sets,) If you break a law, you will 
be dinged with a penalty in addi¬ 
tion to the Yellow or Red Card, 
Penalties vary depending on the 
law broken and. what set its in. 
Its always best to stay within the 
law T , but you can use the charts on 
this page ro see what penalties 
you'll suffer if you choose to 
ignore the rules. The red number 
next to the law is a ranking of 
importance—Ri laws, when bro- 
ken, carry a smalt penalty; bur R5 
or higher laws will bring swift ret¬ 
ribution from the judges. 


PENALTV EFFECT 

AP Fine 

A mastered ability's AP will be reduced, forcing the char¬ 
acter to learn it again. Avoid this penalty at all costs! 

Monster 

Run 

A random monster from the Monster Bank (if applicable) 
will run away 

Card Fine 

Your dan will have to surrender multiple cards. 

Gil Fine 

Your cl a n w i 11 have to su rrende r Gil. 


PENALTY EFFECT 

Status 

Down 

! he character's stats will drop in one or more areas 

Item Fine 

Your clan will have to surrender one or more usable items. 

Egpltem 

Fine 

The character will have lu surrender an equipped item. 

Volunteer 

Your clan will have to surrender the Gil reward for com¬ 
pleting the mission. 


LAWS FDR MISSIONS 4U. 4142.43 « 

[law 

PFNALTY 

^NoClr Magic 

Status Down 

3 Law Cards 

— 


tlsi 
■SI Hi 


Lightning 


Card Fine 


Sloj_ 


Volunteer 


Holy 


Card Fine 


Steal 

Status Down 

Hunt 

Monster Run 

Petrify 

Volunteer 

Sabers 

Volunteer 

Time Magic 

Status Down 

Silence* 

Volunteer 

target Area 

Status Down 

Kaunas 

Volunteer 

Gmimauslaip 

Status Down 

Fire 

Card Fine 

Knuckles 

Volunteer 

Sharp shoot 

Status Down 

Control 

Monster Run 

leu 

Card Fine 

Techniques 

Status Down 

Addle 

Volunteer 

Ganging Up 

Card Fine 


B 


Items 

Item Fine 

Shell 

tqpltem Fine 

Poison 

Volunteer 

Protect 

Eqpltcm Fine 

Swords 

Volunteer 

Knives 

Volunteer 

Confuse 

Volunteer 

Fire 

Card Fine 

Ganging Dp 

Card Fine 

Chivalry 

Status Down 

Charm 

Volunteer 

Ice 

Card Fine 

Stop 

Volunteer 

Instruments 

Volunteer 

Lightning 

Card Fine 

Missile 

Volunteer 

Repiers 

Volunteer 

Silence 

Volunteer 

Fight 

EqpItemFina 

Addle 

Volunteer 
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N 

PENALTY 

Knights words 

Volunteer 

Haste 

fcqpItem Fine 

Soul 

Volunteer 

Target All 

Status Down 

Spears 

Volunteer 

Petrify 

Volunteer 

Elcmentnls 

Status Down 

Steal 

Status Down 

Morph 

Monster Run 

Charm 

Volunteer 

Dmg2: Animal 

Item Fine 

Time Magic 

Status Down 

Wind 

Card Fine 

Gunmans hip 

Status; Down 

Fight 

Eqpltum Finn 

Skills 

Status Down 

Knives 

Volunteer 

Corner 

Status Down 

Color Magic 

Status Down 

Frog 

Volunteer 



I Blades 


Volunteer 


I Hems 


item Fine 


I Chivalry 


Status Down 


Shell 


Wind 


Eqpltem Fine 


Card Fine 


Bind 


Status Down 


I Char m 


Volunteer 


I Broadswords 


Volunteer 


J Prayer 


Status Down 


Rapier s 

Slow 


Vo lun leer 


Volunteer 


| Gouging Up 


Card Fine 


I Swords 


Volunteer 


I Aim 


I Knighlswortls 


Status Down 
Volunteer 


I Poison 


Volunteer 


I Control 


Monster Run 


I Ice 


Card Fine 


I Berserk 


Volunteer 


LAW 


PENALTY 


I Missile 


Volunteer 


I Protect 


Eqpltem Fine 


Slow 

Volunteer 

Greet swords 

Volunteer 

Call 

Monster Run 

Bind 

Volunteer 

Color Magic 

Status Down 

Blades 

Volunteer 

Rapiers 

Volunteer 

Fire 

Card Fine 

Time Magic 

Status Down 

Prog 

Volunteer 

Steal 

Status Dawn 

Healing 

Gil Fine 

Defend 

Status Down 

Confuse 

Volunteer 

Holy 

Card Pine 

Charge 

Status Down 

Spears 

Volunteer 

Copycat 

Gil Fine 


[Law 


PENALTY 


Katanas 

Volunteer 

Skills 

Status Down 

Drug2: Animat 

Item Fine 

Broadswords 

Volunteer 

Copycat 

Gil Fine 

Sabers 

Volunteer 

Hunt 

Monster Run 

Status 

Volunteer 

Color Magic 

Status Down 

Steel 

Status Down 

Missile 

Volunteer 

Instruments 

Volunteer 

Techniques 

Status Down 

Target All 

Statue Down 

Blades 

Volunteer 

Summon 

Status Ouwn 

Haste 

Eqpltein Fine 

Stop 

Volunteer 

Holy 

Cord Fine 

Berserk 

Volunteer 


LAW 


PENALTY 


Color Magic 

Status Down 

Dmq2: Animal 

Item Fine 

Steal 

Status Down 

Summon 

Status Down 

Skiils 

Status Down 

Hunt 

Munster Run 

Broadswords 

Volunteer 

Techniques 

Status nown 

Instruments 

Volunteer 

Morph 

Monster Run 

Holy 

Card Fine 

Copycai 

Gil Fine 

Hosto 

Eqpltcm Fine 

Slodoc 

Volunteer 

Burserk 

Volunteer 

Target Area 

Status Down 

Stop 

Volunteer 

Sabers 

Volunteer 

Status 

Volunteer 

Healing 

Gil Fine 
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Pubs serve as bases of operations, sources of gossip, hubs for mis¬ 
sions and places to unwind after long battles. You can talk to pub 
owners to learn rumors, accept a mission or back our of an accepted 
mission. New rumors and missions will be added as you progress 
through the game, SO visit pubs fairly frequently to see if any new 
business can come your way. 




I See \ 

Ip 

wiHwjtl' be '1iv<jffec£' 

■B'-Event $ 'Off fee 
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Some missions won't be available until 
you listen to a certain rumor. Mew 
rumors are marked with an icon. 


Make sure that you have all the 
requir ed i I hitis before accepting a mis¬ 
sion. 


mission types 


Icon 

MISSION TYPE & DESCRIPTION 

0 

An ordinary mission—go to the proper spot on the world mop and defeat 
the enemy in whatever way necessary. 


An Encounter Mission—go to the prescribed spot on the world map and 
engage another clan in combat, 


A 1 itwation Mission—go to a spot on the world map and defeat a foe. Some 
Liberation Missions are also Dispatch Missions. 


A Dispatch Mission—select one unit from your clan, then sand him or her 


away for a set number of days. See the chart below for success rates. 


THE PRICE OF FAIT1E 

Missions aren't free you'll have to shell out Gil if yon want to take 
on a challenge. Mission fees will vary slightly depending on whether 
you have freed the town in which you accept the mission. Freeing 
other locations and gaining more turf for your clan will also lower 
prices on items in shops. 


FAILURE IS nOT fln optioit _ 




When you are trying to choose a clan member 
for a Dispatch Mission, your units will let you 
know how they feel about it. Units who leap in 
the air are ready to go and will probably suc¬ 
ceed , Those who walk along or slump to the 
ground don't have much hope for the future. A 
clan members chances of success depend on a 
number of factors, including the characters 
job. level and stats. You may receive a bonus for 
completing missions with certain clan mem¬ 
bers—see the chart to the right. 


SUCCESS RATE REACTION EXPLANATION 


HIGH 


LOU) 



A character who jumps in the air has a high success rale. You 
wont receive a bonus for finishing the mission, however. 
Bonuses are extra Gil and AP—not items. 


If a unit keeps walking, his or her success rate is around 50 
percent. You will get a small bonus if the unit is successful. 


If a unit slumps over, you know' his or her success rate will be 
low. If the underdog manages to eke out a victory, however, 
you will receive a huge bonus. 






Shops are where you buy and sell 
weapons, armor, helms and items. 

Different items will become available 
as you progress through the game, 
but a shop will never stop selling an 
item once it starts. The price of 
goods is determined by how much 
turf your clan owns, but different 
stores will sell things at slightly dif¬ 
ferent prices. You can get discounts 

on items by increasing the amount 
of mrf vonr rlan hold^ ,k n L Press Up and Down on the Control Pad Press the Select Button while high- When scrolling through items, press 
' ' f to scroll through items, then press lighting an item to see which jobs can the R Button to see if they teach any 

raising your Clan Skills. the A Button to buy or sell them. use it, abilities. 
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TOWN 

WEAPON TYPES WITH GOOD PRICES 

SPECIAL ITEMS 

Cyril 

Sword, Blade, Saber, Knightsword, Greatsword, Knife, Katana, Staff, Rod, Bow, Greatbow 

Restorer, Temple Cloth, Elixir 

Sprohm 

Sword, Blade, Knightsword, Broadsword, Staff, Spear, Knuckles 

Bracers 

Muscadet 

Rapier, Katana, Staff, Bow r Greatbow 

Hunt Bow, Masamune 

Cadoan 

Staff, Rod, Mace, Instrument 

Star Armlet 

Baguba Port 

Blade, Knife, Rod, Instrument, Knuckles, Gun 

Cureall, Princess Rod, Seventh Heaven 


iTEms Founo m shops 



Shortsword 
Silver Sward 
Busier Swod 
Burglar Sword 


BLADES 


Sweep Blade 
Shadow Blade 
Sun Blade 
Atmos Blade 
Flametongue 
Air Blade 
Icebrarid 
Kwigon Blade 
Qgun Blade 
Paraiba Blade 



Blue Saber 
Shamshir 
Aqua Saber 


ijumy.mi.iiM 

Defender 

Apocalypse 

Lionlieart 

Ragnarok 

Lohengrin 


GREATSWORDS 


Barony 

Ancient Sword 



Samson Sword 


Falchion 

Predator 

Strihorg 

Restorer 


KNIVES 


Jack Knife 
Kris Knife 
Khukuri 
Kard 

Scramasax 
Rondell Dagger 
Jambiya 



Stinger 

EstOC 

Fleuret 


Scarlette 
Flamberge 
Mage Masher 



Ninja Knife 

Murasame 

Ashura 

Osafune 

KotetSU 

Kikuichimonji 

Heaven's Cloud 

Masamune 


STAFFS 


White Staff 
Guard Staff 
Judge Staff 
Cure Staff 
Pure Staff 
Bless Staff 
Garnet Staff 


BODS 


Rod 

Firewhecl Red 
Thunder Rod 
Sleet Rod 
Terre Rod 
Force Rod 
Princess Rod 



Battle Mace 
Energy Mace 
Druid Mace 
Sage Crosier 



Longbow 
Char Bow 
Thorn Bow 
Nail Bow 
Silver Bow 



Windsiash Bow 
Ranger Bow 


Cranequm 
Twin Bow 
Hunt Bow 
Seventh Heaven 


SPEARS 


Javelin 
Lava Spear 
Gae Bolg 
Ice Lance 
Partisan 
Dragon Whisker 




Demon Bell 
Glass Bell 
War Trumpet 
Conch Shell 
Earth Bell 
Black Quena 
Satyr Flute 


KNUCKLES 


Hard Knuckles 
Rising Sun 
Sick Knuckles 
Dream Claws 
Kaiser Knuckles 



Aiot Gun 
Silver Cannon 
Riot Gun 
Chaos Rifle 


SHIELDS 


Bronze Shield 
Round Shield 
Opal Shield 


HELMETS 


Bronze Helm 
Iron Helm 
Opal Helm 


HATS 


Feather Cap 


Circlet 


Green Beret 


Headband 




Cuirass 
Bronze Armor 
Iron Armor 
Platemail 
Gold Armor 


CLOTHS 


Leather Garb 
Chain Plate 
Adaman Vest 
Survival Vest 
Brigandine 
Judo Uniform 
Power Sash 
Temple Cloth 



Hempen Rohe 
Silken Robe 
Magus Robe 
Mistle Robe 


Battle Boots 
Spiked Boots 
Dash Boots 


Gauntlets 

Bracers 




Fortune Ring 
Scarab 
Star Armlet 




Potion 
Hi-Potion 
X-Potion 
Antidote 
Eye Drops 
Echo Grass 
Maiden Kiss 


Soft 


Holy Water 

Bandage 
Phoenix Tail 
Elixir 
Cureall 


TRADED GOODS 

If you Have a friend with an FFTA 
Game Pak, you can link up and swap 
items, if you've met the merchant, 
None, he f U he in rhe next shop you 
visit and offer items you cant get any¬ 
where else. The trick works once, then 
you must link up again. 



Menus items tire u mystery until 
youVe purchased Lhem^unless you 
use the list to the right! 


•NONO'S NAME 

ACTUAUTEM 

Sword 

Random Sword 

Sharp Sword 

Random Blade 

Bent Sword 

Random Saber 

Rusty Sword 

Random Knightsword 

Big Sword 

Random Greatsword 

Heavy Sword 

Random Broadsword 

Knife 

Random Knife 

Thin Sword 

Random Rapier 

Blade 

Random Katana 

Old Staff 

Random Staff 

Rod 

Random Rod 

Heavy Club 

Random Mace 

Bow 

Random Bow 

Big Bow 

Random Greatbow 

Spear 

Random Spear 


NONO'S NAME 

ACTUAL ITEM 

Instrument 

Random Instrument 

Gloves 

Random Knuckle 

Bauble 

Random Soul 

Rusty Gun 

Random Gun 

Shield 

Random Shield 

Rusty Helm 

Random Holm 

Old Cap 

Random Hat 

Armor 

Random Armor 

Clothes 

Random Cloth 

Robe 

Random Robe 

Boots 

Random Boots 

Gauntlet 

Random Armlet 

Trinket 

Ramlum Accessory 

Bag 

Random Usable Item 

Metal 

Random IVlythril Weapon 
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PRISON r>^ 





In Ivalice, the law is final and the judgment swift. Those who 
break the law are sent to Ivalice s prison in Sprohm. Any 
character who receives a Red Card in battle is taken from the 
battlefield and thrown into jail on the spot—the character is 
also fined at the end of the battle. Prison sentences differ, bur 
they all require the imprisoned unit to remain in jail through 
a number of battles. You can release one of your clan mem¬ 
bers from prison by paying a steep bail, but all penalties will 
remain. lb wipe a clan member's career of all penalties, the 
character must pay a fee and serve lime in prison to secure a 
pardon. 



If a clan member breaks a law during a bat- When a clan member is thrown in jail, you 

tie and the judge issues a Red Card, the can pay the hefty bail at the prison, or 

character will he taken to jail wait for the sentence to run out. 


ACQUITTAL OF THE CLAIT LEADER 




When a clan member is given a Yellow or Red Card, he or 
she may suffer a scat penalty. Judgment becomes 
and more harsh the more Yellow and Red Cards a charac¬ 
ter accumulates. The on ly way to wipe a character s recorc 
clean and reverse any penalties is to get a pardon for the 
character. When Marche needs a pardon 
rules arc a little different. While Marche is securing a par¬ 
don, all clan activities come to a halt. Before you agree to 
Marches acquittal, make sure you have no contracted 
missions with time limits, or your time could mo out. 


Yellow Cards accumulate. Eventually, an 
offense that a character would get a 
warning (Yellow Card) for will result in a 
Red Card and imprisonment. 



Marche can check himself into prison to 
secure a pardon for ail his previous 
charges—clan activity stops until he is 
released. 



The Monster Bank, located in Cyril, will hold up to 20 different monsters for 
you. Some monsters arc rarer than others, but they all roam Ivalice, so you're 
bound to encounter them during your travels. To catch a monster for your 
Monster Bank collection, you must weaken the monster in battle then use a 
Hunter’s Capture ability on the monster. A captured monster will automati¬ 
cally go to the Monster Bank, Visit the Monster Bank and feed your monsters 
items to increase their affection toward you. Morphers can take advantage of 
captured monsters 1 abilities by using monster souls and their Morph ability. 


Weaken a monster in battle, then use a 
Hunter's Capture ability on it. It will auto¬ 
matically go to the Monster Bank. 


Feed your monsters items at the Monster 
Bank to raise their affection. Each mon¬ 
ster likes different items, so experiment. 
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monSTER CARE 

Monsters are people, too! Well, maybe not, but they do need 
to be cared for. Visit your monsters at the Monster Bank to 
play with them and feed them. Monsters will dislike Marche 
to begin with, (Wouldn't you if you were caught against your 
will?) To increase a monsters affection, feed it items it likes. 
(Each monster has its own preferencesJ Check the monsters 
feeding message to see how well it likes the item you are feed¬ 
ing it. The more expensive the item, the faster a monsters 
affection will rise. Listen to your monsters when you greet 
them to see how much they have grown to like you. 



When your monsters first arrive at the 
Monster Bank, they won't be friendly 
Feed your monsters items to make them 
happy. 


Each monster prefers to eat some items 
over others. Rare or expensive items usu 
ally taste the best to monsters. 


monSTER rtFFECTlOn rtlESSflGES 


MONSTER S MESSAGE 

AFFECTION 

(1 love you Marche. No, real 1 y, 11 ove you!) 

HIGH 

(Thanks for dropping by.) 


(Gimme food.) 


Grmrr.. (What are you looking at?) 

LOW 


monSTER FEEDinG tTlESSHGES 


FEEDING MESSAGE 

LIKING 

It seems to like that quite a lot! 

HIGH 

It seems to be enjoying itl 


!ok, it spit it back out. 

LOUJ 



THE mORPHER & monSTER RELflTlOnSHlP 


When one of your clans Hunters catches a monster in 
battle (see rhe Hsr below) with his Capture ability, you 
will get a monster soul for the monster type you caught. 
Souls are Morpher-exclusive weapons that grant Mor- 
pliers the ability to use a monsters special abilities in 
battle. Morphers equip souls and learn abilities from 
them the same way all jobs use weapons and gain new 
abilities. Morphers rely on monster souls to perform a 
wide range of abilities in battle, from direct damage 
spells to status ailments -without captured monsters* 
they can't function. 


Eye Soul taken! 


Morphers can equip a monster soul to gain 
that monster s unique abilities in battle. 


When a Hunter successfully catches a 
new monster with the Capture ability, you 
will get a new monster Soul. 


CAPTURE munSTERS FOR SOULS 


There are several kinds of monsters 
within each monster family, but 
only one monster soul. For exam¬ 
ple* the Floateye displayed below is 
called a Floateyo, but its soul is 
called an Eye Soul, if you capture a 
Floateye, or an Ahriman (a blue 
Floateye), you will get an Eye Soul. 
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raflDS m THE CMD SHOP t^az. 



Once you reach a certain point in the game, you will be able 
to affect the laws of battle by using Law and Antilaw cards. 
The cards let you set new laws or nullify existing ones that 
you don't like. You'll earn the cards for completing missions 
and winning random engagements—but unlike armor, items 
and weapons, you can hold only a set number. You can trade 
cards or exchange some of your cards for one or more of the 
shopkeepers at the card shop in the town of Cadoan. All 
cards have a certain value, so you might need to make a two- 
for-one or three-for-one swap to get the card you want. 



^Target Area 
jptrrre gj 


Rate 6 
Rank 4 


Cards 

Rank 


0 ^ itL 

^Cqnf use^c. 


B LIST fi 

3jf9| 
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Black Antilaw cards let you break existing You'll have to match the card-shop 

laws, while white Law cards permit you to owner's price before he'll give you a new 

add new laws. card. He doesn't take kindly to hagglers. 




NAME 


YELLOW AND RED CARDS 


JOB 


STATUS 


The place to fiddle with your clan is the Party menu. To 
access it, press Start while on the world map, then select 
Party. Once there, you can tinker with individual dan 
members, look at your inventory, rearrange the order of 
appearance and more. To call up a specific clan member, 
highlight him or her with the Control Pad and press the 
A Button. 


Characters are ranked in eight cat¬ 
egories: Move (how far you can 
move in combat), Jump (move¬ 
ment from high to low elevations), 
Evade (the chance of avoiding 
attacks), Speed (how often you 
attack), Weapon Attack, Weapon 
Defense, Magic Power and Magic 
Resistance. 




CHARACTER CHANGE 


* o » 


©re 

Am 

--_ -i _-' J --‘- -*■. ■*- -■ ■ 


123, 


MENU 


You can customize a character's stats, 
equipment, jobs and abilities by 
using this menu. See the next page 
for more information. 


If you want to look at a different 
character, press Left or Right on 
the Control Pad to scroll through 
the clan. 


NUMBER 


Each member of your clan is 
assigned a number that repre¬ 
sents the order in which he or she 
joined the clan. 


The game tracks the number of Yellow and Red Cards each clan 
member has. You can lower the number by visiting prison. 
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equip iTEms 

You can outfit your characters in the Equip Items menu. Each 
character has five slots to fill Clan members can hold only one 
weapon, one piece of armor, one helm, and one shield (if 
applicable), but they can hold multiples ol other items. If you 
have a magic user, for example, you could give him or her a 
weapon, a piece of armor and tHree Magic Rings—or five 

Magic Rings and no weapon or armor! When you scroll 
through rhe items, ones that you can equip will appear in red. 
If you want to see only items that a character can use, press 
Start at the wodd map, go to the System menu, select Options 
and then turn “NonEqpTrems?” ro Off 



Only certain characters can use certain 
items. Don't try giving a Knight sword to a 
Summoner. 




Guard Staff 

EStera 


Protect 


Ifrit 

Mt 

as a*© 

- bTflto... 



Press the R Button while highlighting o 
weapon to see if ft can teach the charac¬ 
ter a new ability. 


PICK ABILITIES 


There are four kinds of abilities—Action, Reaction, Support 
and Comho, Action abilities take a turn to perforin and are 
usually arracks or magic spells. Reaction abilities, such as 
Catch or Block Arrows, are performed automatically. Support 
abilities, such as Shieldbearer and Maintenance, automatically 
give bonuses during battle. And finally, Combo abilities are 
used in conjunction with other characters to unleash deadly 
rwo-pronged attacks. You have two Action-ability slots. One 
holds abilities specific to your current job, and the other holds 
abilities that you have mastered in another job. 



In the above shot, Marche is learning Steal: 
Weapon. Once he's mastered ft, he can 
move on to another talent. 


As long as you have mastered at least one 
ability of another job, you can select that 
job for your second Action Ability slot. 


CHADGE JOBS 


If you're rired of your current 
job—or have no more abilities to 
learn — try switching careers. You 
can change jobs at anytime with¬ 
out incurring a penalty to your 
stats or experience points, but all 
of your items will be un¬ 
equipped. 





O GCT <^r- 


Your slate of possible jobs will grow 
as you master abilities fn other jobs. 


THE JOBLESS RATE 

A grayed-out character on the Change Jobs screen means that 
you aren't ready to learn the job represented by thar character. If 
you highlight a darkened 
character and press Select, 
you can see what abilities you 
must learn to make the job 
available. You can also check 
the Jobs section of the guide 
on pages 24-57. 
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LEflUE CLfln 


Would-be heroes will often try ro join your clan 
after a successful battle, but your clan can have 
only 23 members at one time. If you are full 
and find a new member that you can't live 
without, you'll have to release one of your cur¬ 
rent members. Note that Marche and Mont- 
blanc cannot be dismissed from the clan. 

Most characters will be bluer and 
angry if you let them go. Don't 
worry —they'll get over it. 
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CLAN TITLE 


CLAN LEVEL 


STATUS 


ICON SKILL NAME 


The elan level and clan title are determined by how many successful 
battles you have under your belt. 


1 . 

("l in 1,000 Nutsy Lv, 4 

--- - ■, 


— 


Menu 


Your clan is your team, or in RPG terms, your party. It is composed of characters you want in the group 
and numbers no more than 23. The clan (which is called Clan Nutsy by default, but can be named what¬ 
ever you like) will eventually earn status points in eight areas. 


Every time you earn 100 
Clan Points, one or more 
of your Clan Skills will 
rise by one point. The 
chart to the right shows 
what the icons mean. 
You'll earn Clan Points by 
completing missions and 
beating other clans in 
combat. 


IN 


Combat 


Smithing 


Appraise 


Negotiate 


Gather 


Track 


MENU 


The Clan menu is the place to find information on all things relating to 
your merry band 


Once you've raised a Clan Skill to a certain level, you will 
receive a bonus item. Check the list on the following page to 
see what youTI receive and when* 


CLfin TITLES 

Below is a ranking of possible clan rides and 
the conditions you must meet to earn them. 
The list to the right contains four special 
clan titles. If you fulfill the conditions for 
one of them, your title will change^- regard¬ 
less of other factors* 


SPECIAL TITLE 

CONDITIONS 

Baham Faction 

Succeed in negotiations during Mission 112—A Challenge (See Page 133) 

Cheap 

Succeed in negotiations during Mission 108—Poachers (See Page 131) 

Cheater 

Succeed in negotiations during Mission 104—Stolen Scoop, or Mission 105—Smuggle Bust (See Page 130) 

Loser 

Lose any of the following missions: L04—Newbie Hunt., L05 —Real Hunt, LOG— Expert Hunt (See page 153) 


RANK CLAN TITLE CONDITION 


10 


11 


12 


13 


14 


15 


16 


Expf 


orer 


Master 


Peerless 


Super 


Riskbreaker 


Jamagus 


Meister 


Defthand 


Godeye 


Trufflenose 


Negotiator 


WyrmkHJcr 


Adventurer 


1 in 10,000 


Expert 


Warmaster 


Clear 300+ missions 


Clan Level at 99+ 


Rattle count at 500+ 


Clan Level at 85+ 


Combat skill at 70+ 


Magic skill at 70+ 


Smithing skill at 70+ 


Craft skill at 70+ 


Appraise s kill 70+ 


Rather skill at 70+ 


Negotiate skill at 70+ 


Track skill at 70+ 


C/ear 200+ mis signs 


Battle Count at 200+ 


Clan Level at 6Q+ 


Combat skill at 40+ 


RANK CLAN TITLE CONDITION 


17 


18 


19 


20 


21 


22 


23 


24 


25 


26 


27 


28 


29 


30 


31 


32 


Gamaps 


Mastersiristh 


Goldhand 


True eye 


Strawnose 


Counselor 


Bearkillcr 


Traveler 


1 in 1,000 


Intermediate 


Commander 


Ramagus 


Blacksmith 


SOverhand 


Cleareye 


Funginose 


Magic skill at 40+ 


Smithing skill at 40+ 


Craft skill at 40+ 


Appraise skill at 40+ 


Gather skill at 40+ 


Negotiate skill at 40+ 


Track skill at 40+ 


Clear 120+ missions 


Battle Count at 100+ 


Clan Level at 35+ 


Combat skill at 20+ 


Magic skill at 20+ 


Smithing skiff at 20+ 


Craft skit! at 20+ 


Appraise skill at 20+ 


Gather skill at 20+ 


RANK 

CLAN TITLE 

CONDITION ] 

33 

Know-It-All 

Negotiate skill at 2D+ 

34 

Shepherd 

Track skill at 20+ 

35 

Squire 

Clear 70+ missions 

36 

1 in 100 

Battle Count at 50+ 

37 

Beginner 

Clan Level at 20+ 

38 

Warrior 

Combat skill at 10+ 

39 

Amagus 

Magic skill at 10+ 

40 

Craftsman 

Smithing skill at 10+ 

41 

Copperhand 

Craft skill at 10+ 

42 

Squinteye 

Appraise skill at 10+ 

43 

Reednose 

Gather skill at 10+ 

44 

Taleteller 

Negotiate skill at 10+ 

45 

Ratcatcher 

f Tract sfciHaf ffl+ 

46 

Dreamer 

Clear 20+ missions 

47 

,1in 10 

[Rattle Count at 10+ 
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ITEmS AWARDED FOR CLAn SKILLS 


ITEM 

CONDITION 


ITEM 

CONDITION 




Aegis Shield 

Appraise skiff at 20 

ExcaJrbur 

Combat and Magic Skills at 20 

Restorer 

Combat skill at 10 

Angel Ring 

Craft skill at 20 

Giof Gun 

Appraise skill at 15 


Ribbon 

Craft m\ at be 

Arch Sword 

Combat and Mage skills at TO 

Greaseburst 

Gather skill al 40 


Ruby Earring 

Craft skill at 10 

Bareftfi 

Craft skit! at 35 

Hades Bow 

Track skill at 15 


Sage Rohe 

Magic skill at 45 

Black Robe 

Magic skill at 15 

Hardedge 

; Smithing skill at 5 


Scarab 

Craft skill at 5 

Blood Strings 

Craft skill at 25 

Heal Chime 

Craft skill at 15 


Spring Staff 

Magic skill at 10 

Blood Sword 

Combat skill at 5 

Hi-Potion xlQ 

Appraise skill at 3 


Stardust Rod 

Magic skill at 30 

Bone Armlets 

Appraise skill at 30 

Holy Water 

Combat skill at 3 


Thief Armlets 

Appraise skill at 12 

Cachusha 

Craft skill at 30 

Kains Lance 

Combat skill at 20 


Thief Hat 

Track skill at 10 

Cactus Stick 

Magic skill at 40 

La Seraphica 

Appraise skill at 40 


Thor Rod 

Magic skill at 25 

Caligula 

Craft skill at 45 

Longbarrel 

Appraise skill at 25 


Tiara 

Track skill at 45 

Cinquedea 

Negotiate skill at 30 

IVIadu 

Negotiate skill at 40 


Tiger Fangs 

Gather skill at 25 

Colichemarde 

Negotiate skill at 20 

Manganese 

Gather skill at 35 


Trident 

Combat skill at 25 

Cross Helm 

Negotiate skill at 10 

Max's Oathbow 

Track skill at 40 


Vajra 

Smithing skill at 30 

Cureall 

Gather ski) at 10 

Maximilian 

All Skills at 30 


Venus Blade 

Combat skill at 15 

Diamond Helm 

Negotiate skill at 15 

Mirror Mail 

Alt Skills at 5 


White Fangs 

Gather skill at 20 

Dragon Mail 

All skills at 15 

Ninja Gear 

Track skill at 20 


White Robe 

Magic skill at 5 

Dream Watcher 

Magic skill at 50 

Nosatla 

Smithing skill at 20 


Wygar 

Track skill at 30 

Eclipse 

Smithing skill at 40 

Orichalcum 

Negotiate skill at 25 


XPotion x10 

Appraise skill at 7 

El Cid Sword 

Smithing skill at 15 

Petalchaser 

Smithing skill at 10 


Yoichi Bow 

Track skill at 5 

Ether x5 

Gather skill at 15 

Phoenix Down x5 

Gather skill at 5 


Zamnaio 

Smithing skill at 50 


mission list 

If you select the Mission List 
option, you can check out any oi 
your outstanding missions— 
including Dispatch Missions 
from which you’re waiting for a 
member to return. You can learn 
what the mission is about, what 
you'll get if you win and how 
much time you have left (if appli¬ 
cable). 



If you want detailed info about an out¬ 
standing mission, highlight it and press 
the A Button. 


REPORT 

To examine a list of every mission 
in the game, select the Report 
option. Completed missions will 
appear in bright white type, while 
uncompleted missions appear in 
dull gray. You won t be able to 
match a mission name with its 
number until you've completed 
the mission. 



Throe hundred missions are a lot. 
Keep track of your progress in the 
Report menu. 


CLRIT turf 


The Clan Turf menu is the place to go if you want to see how 
many areas your clan has freed from the control of rival clans. 
A bright, multicolored icon means that an area is under your 
control, a gray icon means that its neutral, and a red icon 
means that it s under attack. If you don’t drive out the attack¬ 
ing clan in a set number of days, you'll lose the area. 



Free and Under Your Control 




Neutral 



Under Attack fay an Enemy Clan 



Always keep an eye on the number of days 
you have left to take an area You'll save 
money at ths shop and pub by owning turf, 
sotakeallllial you can. 



If another clan conquers an area, you'll 
have to wail until a chance to retake the 
arpa appears at the local pub. 



























































































































































mission iTEms 

Some missions require your clan to have a certain Mission 
Item before you can accept them at a pub. Check your clans 
Mission Items in the Clan menu. Your dan can hold a total of 
64 Mission Items at a time. Highlight a Mission Item and 
press A to discard it or Select to view its details. When a 
selected item appears grayed-out in the Mission Items list, the 
item is being used in a mission. See page 180 for a complete 
list of Mission Items. 

You can discard any Mission Item, but con¬ 
sider carefully whether you will need it 
before you do. 




Press the Select Button to view the 
description and effect of a highlighted 
Mission Item. 


LAUU CARDS 8. flnTILAW CARDS 

After you rescue the mysterious Card Keeper, Ezd Berbier, your 
clan will be able to use powerful Law and Antilaw cards. Your 
dan can obtain the cards as mission rewards, or at Ezells card 
shop in Cadoan, You can hold a maximum of 20 cards. Law 
cards supplement the current World Laws for one mission or 
engagement. Antilaw cards nullify one World Law for one mis¬ 
sion or engagement. Use your cards wisely! 

You can view your clans Law 
and Antilaw cards in the Clan 
menu. Your clan can own a 
total of 20 cards, so choose 
and manage your cards wise¬ 
ly. Highlight a card and press 
A to discard it, or press 
Select to view its details. 
Your clan can trade cards at 
Ezel Berber's card shop in 
Cadoan 



ICON 

TYPE 

$ 

Law card. Use a Law card during a mission or engagement to add a 
law to the battle. There must be an open law slot 

0 

Antilaw card. Use an Antilaw card during a mission or engagement 
to nullify a law currently in place. 


SUPPORT dans 



When you link your FETA game with a friends, you can team 
up for special head-to-head or co-op missions, and trade 
items and units. Any clan you've linked up with will be regis¬ 
tered as a support clan. You can view each support clan's 
information in the Clan menu. Each time you link with a sup¬ 
port clan, the interaction history between your clan and the 
support clan will automatically update. When you register a 
new support clan, Nono's airship will obtain new, rare items 
for you to buy (see page 13 for a full list of items). 




You might want to 
go ahead and save 
now. 


Press A to see a support clan's most 
recent clan title, clan level, joined battles 
and records. 


The fun comes in three flavors when you 
link up with a support dan—Team Up, 
Trade Items and Trade Units. 
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Link up with a friend and open the unique multiplayer features 
for an even deeper look into Ivalice. (You must listen to the 
Linking rumor at one of the pubs before the Link option will be 
available, clear the The Cheetahs mission to make the rumor 
appear.) With two copies of FFTA and a GBA Game Link cable, 
you and a friend can explore a collection of exciting Team IJp 
missions, swap items to strengthen your clans or trade units if 
you're short on a certain race or job. Linking up is a great way to 
get your hands on rare items and new clan members, and ro help 
a friend who is starting out in Ivalice* 




Press Start on the world map menu and 
choose link while your game is connected 
to a friends. 


fn the multiplayer pub, you can choose to 
team up, trade items or trade units with a 
friend, You will be asked to save your game 
before your selected action begins. 


teaiti up missions 


There are two types of Team Up missions: cooperative and com¬ 
petitive. in cooperative missions, you and a friend must work 
together to complete an objective. In competitive missions, you 
and a friend go head-ro-hcad to see who can defeat the most 
enemies. You can obtain rare and powerful items from Team Up 
missions that you can't find any other way. Mission results are 
recorded under the support clan Info in your Clan menu. 




After you link up wi LI i a suppur L dan, 
select a Team Up mission from the nuillF 
player pub. Consider whether the mission 
is a competition or a co-op mission. 


Team Up missions often have unique rules 
and no-op missions require serious team¬ 
work. See page 152 for more-detailed infor¬ 
mation. 


TRADE ITEmS 


You can trade items between your 
dan and a support clan by linking up. 
Trades cost a heity 5,000 Gil each, 
and you can trade only one item at a 
time. Trading is very expensive, so 
yon won t want to trade very often, 
but it can be a useful service. 



Clan Nutsy Is 
Interested, What do 
you want to trade? 


Trades nnsi, 
and Uiere’s a trade 
fee of 5QGG gll. 


Select whether you want to trade 
equipment, a Mission Item or a Law 
card. 


Choose the specific item you want to 
trade, then press the A Button. 


All trades cost 5,000 Gil—make sure 
you have enough funds before you 
agree to a trade. 


TRADE UniTS 


You can also link up with a friend to 
trade units. You must pay 5,000 Gil 
per unit rrade. Trading units is a 
good way to recruit members of a 
certain race or job that your clan is 
short of, and to help boost a dan 
that is srarring out. You can t trade 
Marche, Mom Wane or a few other 
unique characters. 



Select Trade Units from the multiplay- Once a unit trade is complete, both 
er p u b menu, t he n c ho ose th e uni t you F F TA gam us will automatically save, 
want to trade and press A. 



Ail of 2 traded uni t s equipped items 
will automatically stay wuh Its origi¬ 
nal clan. 



















































































































ILLUSIONIST 

ANIMIST 

SAGE 

SUMMONER 

ELEMENTALIST 


MAGIC RES 


BISHOP 
TIME MAGE 
ALCHEMIST 
GADGETEER 
WHITE MAGE 


WEAPON ATK 


FIGHTER 

WARRIOR 

HUNTER 

GLADIATOR 

SNIPER 


SPEED 


THIEF 

NINJA 

SNIPER 

ASSASSIN 

ARCHER 


MAGIC POW 


WEAPON DEF 


The races of lualice are as colorful and unique as the world 
reside in. Race determines a character's possible jobs. 


WHAT IS A JOB? 

Bach race in Ivalice has strengths 
and weaknesses, and can perform 
particular jobs that reflect the races 
specialties* There are 34 jobs total, 
separated into Normal jobs and 
Expert jobs. Expert jobs usually 
require a character to learn a certain 
number of Action abilities (A-abili- 
ties) from one or two Normal jobs. 
Try out many job combinations to 
create unique characters whose job 
abilities compliment each other. The 
table to the right provides examples 
of jobs that are strong in certain sta¬ 
tistical areas. 


SOLDIER 

FIGHTER 

DRAGOON 

WARRIOR 

GLADIATOR 


DEFENDER 
PALADIN 
MQG KNIGHT 
JUGGLER 
GADGETEER 


TIME MAGE 
BLUE MAGE 
SUMMONER 
RED MAGE 
BLACK MAGE 



Humans are the most common and 
most well-rounded race in Ivalice* 
They have the widest variety of job 
options, ranging from White Mage 
to Fighter to Hunter. Additionally, 
Humans can perform five Expert 
jobs, a number matched only by the 
Viera, The only Expert job that 
Humans share with another race is 
Illusionist* Humans perform all of 
their jobs well—the stats for each 
job are approximately equal. 


The Bangaa are a fierce and brave 
lizard I ike race (but don t ever call them 
lizards!) known throughout Ivalice for 
their gruff attitudes and brute force in 
battle, Bangaa have characteristically 
high HP, Weapon Attack and Weapon 
Defense, but low MP, Magic Power 
and Magic Resistance* Their jobs 
reflect their unmatched skill with 
large weaponry, as well as their strong 
defense against physical attacks. Ban¬ 
gaa are often the best choice for the 
frontline of a battle. 
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Nu Mou are quiet types and are most comfortable aiding their clan with 
defensive and. offensive magic, Nu Mou jobs encompass some of the 
strongest magic-based jobs in all of lvalice, Nu Mou have incredibly high 
Magic Power, but their Weapon Attack is low. In battle, they prefer to 
attack enemies from long range* Only Nu Mou can be Alchemists, Mor 
phers and Sages* 




The Viera are a beautiful and proud 
female-only race. Their slender forms 
and long ears heighten their senses 
and speed* Some in lvalice even say 
they can speak to the spirit realm. 
Mystery and spirituality encompass 
the Viera and their jobs. Though rheir 
Defense is low, Viera agility and finesse 
are unmatched by any other race* The 
Viera have five racially unique jobs, all 
of which focus on elements of speed, 
spirituality and stealth* 


msm 


MMMaaanfc'1 


Mo ogles are Iva lice’s smallest and 
most mischievous race. They love to 
play tricks and have fun, which is 
reflected in their unique Expert jobs. 
Moogles have high Weapon Defense 
and Magic Resistance, bur their HP, 
Weapon Attack and Magic Power are 
low. Even in battle, Moogles are all 
about bringing colorful fun and 
Trickery to the table with jobs such 
as Juggler, Gunner and Gadgereer. 
Moogles are best suited to long- 
range combat. 
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WEAPON 

HEAD 

BODY 

SHIELD 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 


* 


( 

★ 

** 1 

i ** 1 


The Stars indicate how much and how quickly a stat will grow when a charac¬ 
ter with a particular job gains a level of experience, (Note that the stars are a 
representative percentage, not a hard number—you won't gain only a single 
Magic Point each time.) 


SEnSDR 


Sensor allows you to scan an 
enemy for hidden weapons or 
items. Once you detect an 
item, you can steal it with the 
proper Thief ability—you 
must de Lee t a hidden item 
before it can be stolen. The 
charts for main missions and 
Subquests will display an 
enemy's hidden items in red 


Helmet, Hat 


Armor, Clothing 


Soldier is a standard Human job. While Soldiers aren't going to 
overwhelm anyone with tricky moves, they can rush into a room¬ 
clearing melee with the best of them. 


Sword, Greatsword 


1 ABILITY 

mpT 

RANGE 1 

REQUIRED ITEM 

AP 

EFFECT 


1 FIRST AID 

f 

Self 

Shortsword 

100 

| Disinfects wounds to heal HP and remedy status 

1 POWERBREAK 

3 

Varies 

Barong 

200 

| Weakens a target s weapon attacks 

1 M1NDBREAK 


Varies 

Buster Sword 

200 

| Reduces a target's magic power 

1 MAGICBREAK 


Varies 

Ancient Sword 

200 

| Causes damage to a target's MP 

| SPEEDBREAK 

H 

Varies 

Silver Sword 

200 

| Reduces a target's speed 

[mug 

F 

Varies 

Diamond Sword 

300 

| Damages a target and steals Gil 

1 PROVOKE _ 

E 

1 

Blood Sword 

| 300 | 

| Sets an enemy into a berserker rage 

| SENSOR 

F 

4 

Burglar Sword 

300 

| Detects hidden equipment held by enemies 

| MONKEY GRIP 

E 

— 

Vigilante 

300 

q Lets a character hold a two-handed weapon in one hand 

^ SHIELDBEARER 

E 


Bronze Shield / Opal Shield 

300 

:j Enables shield-wielding, regardless of job. 

1 COMBAT COMBO 

E 

Varies 

Mythril Sword 

100 

] A failproof combo for Soldiers and Warriors 
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JUDtiS 




p 

REFLEX 

E 

— 

Genji Armor 

300 

fv 

| Predicts and avoids a regular attack 

.c. 

WEAPON DEF+ 

E 

1 — 

Diamond Armor 

300 


Reduces damage from weapon attacks 


KNIGHT COMBO 


Vaiies 

Mytfiril Brand 

1 100 


A laiigroof combo for Paladins 


Tosses a weapon out of hand and back into stock 


PARLEY 


Barong 


200 


Convinces a target to leave the field of battle 


SAINT CROSS 


24 


All Sides Arch Sword 


300 


Deals holy damage to a wide area 


HOLY BLADE 


Varies 


Excalibur 


Deals holy damage 


ABILITY 


MP 


RANGE 


REQUIRED ITEM 


EFFECT 


NURSE 

— 

All Sides 

Defender 

100 

Heals HP and remedies status ailments 

DEFENSE 

— 

Self 

Lionheart 

200 

Raises Weapon Defense and Magic Resistance for one turn 

COVER 

— 

4 

SaveTheQueen 

200 

Takes damage for another character until the next action 

SUBDUE 

*— 

Varies 

Ancient Sword 

200 

Deals light damage—good for catching monsters 

DROP WEAPON 

— 

Varies 

Ragnarok 

200 


nURSE 


The Nurse ability is very useful. 
It restores Hit Points and cures a 
number of status ailments at 
the same time. In addition, it has 
a larger range than the compara¬ 
ble First Aid skill, which means 
you can use it on your party 
members 


i hr 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 1 


★ 

★ ★ 

★★★ 

★ 


* 


WEAPON 

HEAD 

BODY 

SHIELD 


Helmet 


Armor, Robe 


Knightsword, Greatsword 


The Paladin is a defense-minded job with decenr offensive num¬ 
bers but a fairly low Evade rating. You must master two of the Sol¬ 
dier’s A-abilities to become a Paladin. 
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WEAPON 

HEAD 

BODY 

SHIELD 


Clothing 


ABILITY 


MR 


RANGE 


REQUIRED ITEM 


EFFECT 


RUSH 

— 

Varies 

Sweep Blade 

100 

Pushes the target back with a full-on bull rush 

WILD SWING 

— 

All Sides 

Ogiin Blade 

200 

Swings a weapon to strike enemies on all four sides 

BEATDOWN 

— 

Varies 

Shadow Blade 

200 

Strikes with a low hit rate, but very high damage 

BLITZ 

— 

Varies 

Sun Blade 

200 

Uses aggression to sense and attack target 


AIR RENDER 


Atmos Blade 


200 


Releases aggression and causes long-range damage 


FAR FIST 

— 

4 

Kwigon Blade 


Deals long-range damage to a wide area 


AIR BLAST 


Area 


Air Blade 


300 


Creates a damaging whirlwind in front of you 


BACKDRAFT 


Fla me tongue 


300 


Releases aggression in a self-damaging fire attack 


Ninja Gear 


300 


BONECRUSHER 


Hits with a powerful counterattack (xl.5) after taking weapon damage 


STRIKEBACK 


Wygar 


300 


Blocks enemy attacks and counterattacks 


DOUBLEHAND 


Venus Blade 


300 


Lets you hold a one-handed weapon in two hands 


FIGHT COMBO 


Varies Mythril Blade 


100 


A failproof combo for fighters 


Air Render lets you blast distant 
enemies without a second 
thought, As a bonus, it elimi¬ 
nates the chances of a counter¬ 
attack White Monks can also 
learn the Air Render ability. 


The Fighter is one of the best offensive classes in the game. Some 
of the abilities — especially Baekdraff — can drop a foe with one 
hit. You must master two Soldier A-abilines to become a Fighter. 


Blade 


AIR REnDER 


HP 

MP 

w-atk| 

W-DEF 

M-POW 

M-RES 

SPEED 

** 

★ 

*** 

★★ 

1__— 

★ 


** ! 
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EVADE 


~.-4 


Thieves are great* Try to teach Thief abilities (especially Steal: 
Armor and Steal: Weapon) to every Human and Moogle in the 
clan—stealing is a fantastic way to get rare items. 


WEAPON 

Knife 

HEAD 

Hat 

BODY 

Clothing 

SHIELD 

— 


HP 

MP 

W-ATK 

W-DEF 

M-P0W| 

M-RES 

SPEED 


★ 


*★ 

** 

'k'k 

! ★★★ 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



| STEAL: ARMOR 

— 

1 

Rondell Dagger 

300 


| Steals armor worn by an enemy 


| STEAL: SHIELD 

— 

1 

Scramasax 

200 


| Steals a shield held by an enemy 


| STEAL: ACCESS 

— 

1 

Jambiya 

300 


| Steals an accessory worn by an enemy 


| STEAL: HELM 

— 

1 

Kard 

300 


| Steals headwear worn by an enemy 

W i l 

| STEAL: WEAPON 

— 

1 

Sword Breaker 

300 


[ Steals a weapon held by an enemy 


| STEAL: GIL 

— 

1 

Jack Knife 

100 


[ Steals Gil from an enemy 


l STEAL: EXP 

— 

1 

Khukuri 

100 


| Steals Experience Points from an enemy 


1 STEAL: JP 

— 

1 

Oricbalcum 

200 


| Steals Judge Points from an enemy 


1 STEAL: ABILITY 

— 

1 

Cinquedea 

300 


| Steals an enemy's A-ability for your use 


| COUNTER 


— 

Brlgandine 

300 


| Follows up an enemy attack with a counterattack 


MAINTENANCE 


— 

Adaman Vest 

‘300 


Ensures equipped items ore not stolen or destroyed 


THIEF COMBO 

— 

Varies 

MyLhril Knife 

100 

.. .. . 

A fail proof combo for thieves 


STEAL: UlEAPOn 



You probably won't learn Steal: 
Weapon until late in the game, 
but it's one of the best abilities 
for any job because you can 
snatch rare weapons from your 
enemies. 
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DOUBLE SUJORD 


The Ninja is one of the fastest jobs in the game and possesses 
great offensive abilities. You must learn two Thief A-abilities 
before you can become a Ninja. 


i HP 

MP 

W-ATK 

W-DEF M-POW 

WIRES 

SPEED | 


★ 

★ ★ 


★ ★ 

★ ★★ J 


WEAPON 

Katana 

HEAD 

Hat 


Clothing 


— 


■rmjVr 


i\r, n .*■ -T. ■- r 




Leam the Double Sword ability 
as early as you can. It lets you 
hold two swords at the same 
time—which means more attack 
power and the chance to learn 
two abilities at once. 


1 ABILITY 

mp! 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


1 THROW 

-1 


Ninja Knife 

100 

| Throws a weapon that damages an enemy 

WOOD VEIL 

f 

4 

Kotetsu 

200 

| Wood jujitsu-damages and immobilizes a target 

1 FIRE VEIL 

E 

4 

Ashura 

200 

| Fire jujitsu-damages and confuses a target 

EARTH VEIL 

E 

4 

Osafune 

200 

| Earth jujitsu^damages and slows a target 

METAL VEIL 

E 

4 

Kikuichimonji 

200 

| Metal jujitsu—damages and inflicts darkness on a target 

1 WATER VEIL 

E 

4 

Murasame 

| 200 J 

| Water jujitsu—damages and silences a target 

UNSPELL 

F 

1 

Heaven's Cloud 

[300 

| Neutralizes status enhancements 

1 OBLIVION 

[24 

1 

Masamune 

300 

| An attack to the head that addles a target 

I LAST HASTE 

F 

— 

Ninja Gear 

300 

| Automatically become hasted when severely wounded 

| DOUBLE SWORD 

E 

— 

Nosada 

999 

| Enables the user to hold and use two weapons at once 

j NINJA COMBO 

F 

Varies 

Mythril Epee 

1 100 


A fail proof combo for Ninjas 



















































































































































































The White Mage is a specialist in defense and recovery, focusing 
mainly on Holy-based healing spells. You should have at least one 
team member with White Mage abilities in every fight. 


WEAPON 

Staff 

HEAD 

Hat, Ribbon (Viera Only) 

BODY 

Clothing, Robe 

SHIELD 

— 


1 Hp 

MP 

W-ATK 

W-DEF 

NI-POW 

M-RES 

SPEED 1 


** 

★ 






ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


fli 

CURE 

6 

4 

White Staff 

100 

| Heals a small amount of HP—also damages Zombies 

| CURA 

10 

4 

Cure Staff 

200 

| Heals a large amount of HP—also damages Zombies 

|CURAGA 

16 

4 

Spring Staff 

300 

| Heals nearly all HP-also damages Zombies 

| ESUNA 

18 

4 

Pure Staff 

200 , 

| Remedies status ailments 

| LIFE 

10 

4 

Bless Staff 

200 


| Revives an unconscious unit—also damages Zombies 

1 FULL-LIFE 

20 

4 

Nirvana Staff 

300 

| Revives an unconscious unit and restores all Hit Points 

| AUTO-LIFE 

16 

4 

Cheer Staff 

200 

| Automatically raises a unit if he or she is knocked unconscious 

|SHELL 

6 

4 

Judge Staff 

100 

| Raises a target's Magic Resistance 

PROTECT 

6 

4 

Guard Staff 

100 

1 Raises a target’s Weapon Defense 

1 TURBO IVIP 

— 


White Robe 

300 


Doubles MP use for increased damage and hit rates 


WHITE COMBO 

— 

Varies 

Mythnf Staff 

100 

! A ranged combo for White Mages 


TURBO KIP 



Turbo MR doubles the effective¬ 
ness and hit rate of magic spells, 
but the spells will cost twice 
their usual MR Though the 
White Mage can learn it. Turbo 
MP is more useful for Black and 
Rod Mages. 
















































































































































WEAPON 

HEAD 

BODY 

SHIELD 


Rod_ 

Hat _ 

Clothing, Robe 


MOOGLE 


The Black Mage is another magical job and focuses exclusively on 
offensive magic. Black Mages are weak against physical attacks and 
useless with weapons, so keep them at the rear of the battlefield. 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 1 


★★ 

★ 

** 





ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


| FIRE 

6 

4 

Rod 

100 

Deals Fire damage 

| FIRA 

12 

4 

Firewheel Rod 

200 

Deals a great amount of Fire damage 

| FIRAGA 

24 

4 

Flame Rod 

300 

Deals an incredible amount of Fire damage 

THUNDER 

6 

4 

Rod 

100 

Deals Lightning damage 

|THUNDARA 

12 

4 

Thunder Rod 

200 

Deals a great amount of Lightning damage 

THUNDAGA 

24 

4 

Thor Rod 

300 

Deals an incredible amount of Lightning damage 

BUZZARD 

6 

4 

Rod 

100 

Deals Ice damage 

BLIZZARA 

12 

4 

Sleet Rod 

200 

Deals a great amount of Ice damage 

BL1ZZAGA 

24 

4 

Chill Rod 

300 

Deals an incredible amount of Ice damage 

[ RETURN MAGIC 

— 

— 

Black Robe 

300 

| Counters a magic attack with the same spell 

| GEOMANCY 

— 

— 

Sage Robe 

300 

| Reduces resistance to the elements by one level 

| BLACK COMBO 

— 

Varies 

Mythril Rod 

100 


A ranged combo for black mages 


FIRE, THlinDER, BLIZZARD 



The three main Black Mage 
spells are Fire, Thunder and 
Blizzard. You can learn two 
upgrades to each spell, for a 
total of nine elemental spells. 
Try combining Black Mage spells 
with the Turbo MP ability for an 
extra kick. 
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Illusionist spells strike every enemy and are ridiculously powerful— 
but you need lots of MP to use them. You must master three White 
Mage and five Black Mage A-abilities to become an Illusionist. 


j HP 

MP 

;W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED | 

★ 

★ ★★ 

* 

* 


★ ★★ 

Uni 


WEAPON 

Rod 

HEAD 

Hat 

BODY 

Clothing, Rohe 

SHIELD 

— 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



PROMINENCE 

ls2] 

All Enemies 

Firewheel Rod 

100 | 


Deals Fire damage to all enemies 


TEMPEST 

32] 

All Enemies 

Thunder Rod 

100 


Deals Lightning damage to all enemies 


FREEZEBLINK 

32 

All Enemies 

Sleet Rod 

100 


Deals Ice damage to all enemies 


STAR CROSS 


Alt Enemies 

Princess Rod 

^00 

i 

Uses the power of stars to damage all enemies 


CJ 

STARDUST 

[32 

All Enemies 

Stardust Rod 

300 



Calls down a rain of meteors to damage all enemies 


DELUGE 

[32 

All Enemies 

Chili Rod 

200 


Deals Water damage to all enemies 


SOIL EVIDENCE 

F 

All Enemies 

Terre Rod 

200 


Deals Earth damage to all enemies 


WILD TORNADO 

I 32 

All Enemies 

Thor Rod 

| 200 1 


Deals Wind damage to all enemies 

R 

1 ABSORB MP 

F 

— 

Lordly Rube 

300 

| Absorbs the MP used to cast a spell against you 

C 

HALFMP 

F 

— 

LiyhlRobe 

300 

o 

Cuts in half the amount of MP needed for abilities 

mm 

r 

SPELL COMBO 

F 

Varies 

Mythril Rod 

100 

| [ A ranged combo for Illusionists 




SOIL EU1DEP1CE 





You can learn Soil Evidence early 
in the game, and it's a helpful 
ability to know. Not many ene¬ 
mies have resistance to Earth- 
based attacks, and Soil Evidence 
doesn't count as a Color Magic— 
which means you can use it 
when Color Magic is forbidden. 
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Increases a character's speed 


&!! 


Ik 


The) 


: Blue Mage job can be either amazing or useless, depending on 
luck and how often the character sees battle- You must master one 
White Mage and one Black Mage A-ability to become a Blue Mage, 


4 


55 


WEAPON 

Saber 

HEAD 

Hat 

BODY 

Clothing, Robe 

SHIELD 

— 


HP 

MP 

w-atk| 

W-DEF M-POW 

M-RES 

SPEED 

★ * 

★ ★ 

★★ 



★ ★ 


LEflRninG 


Blowup learned! 




ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 

1 GOBLIN PUNCH 

8 

1 

Goblin 

— 

| An all-out punch with varying damage 

1 MAGIC HAMMER 

8 

3 

RedCap 

— 

[ Deals damage toMP 

| ACID 

12 

3 

Jelly, Ice Flan, Cream 

— 

| Inflicts a random status ailment 

1 BLOWUP 

2 

All Sides 

Bomb, Grenade 


| Deals massive damage to nearby enemies with a selTKQ 

1 MIGHTY GUARD 

8 

1 

Icedrake 

— 

[ Raises Weapon Defense and Magic Resistance for one battle 

| GUARD-OFF 

10 

1 

Firewyrm 

— 

1 Lowers Weapon Defense and Magic Resistance 

|DRAGON FORCE 

12 

1 

Thundrake 

| Releases a Dragon soul that improves all stats 

| NIGHT 

24 

All 

Lilith 

— 

| Puts all enemies to sleep 

| TWISTER 

20 

3 

Lamia 

— 

| Reduces HP of all enemies in an area by half 

| LV3 DEF-LESS 

12 

3 

Antiion, Jawbreaker 

— 

| Lowers W-Def and M-Res in units with levels divisible by three 

| POISON CLAW 

8 

1 

Red Panther 

— 

| Damages and poisons a target 

[ HASTEBREAK 

12 

1 

Coeurl 

— 



Once you know Learning, you 
can master new abilities by hav¬ 
ing a monster use them on you. 
To learn skills quickly, take con¬ 
trol of a monster with a 
Beastmaster and then attack 
your Blue Mage with the desired 
ability. 


BAD BREATH 

20 

1 

Malboro, BigMalboro 

— 

Breaths foul breath that causes status ailments 

STARE 

12 

Area 

Floateye 

— 

Confuses multiple targets 

ROULETTE 

20 

Everyone 

Ahriman 

— 

KOs one person at random- 

-friend or foe 


DRAIN TOUCH 

10 

1 

Zombie 

— 

Drains and absorbs HP from a target 

i LV? S-FLARE 

30 

All Enemies 

Vampire 

— 

Shadowflares all units with matching digits in their level 

WHITE WIND 

12 

3 

Sprite 

— 

Heals a character's HP to a point equal to your own HP 

| ANGEL WHISPER 

24 

3 

Titania 

— 

[ Heals HP and bestows Auto-Raise 

MATRA MAGIC 

24 

3 

Toughskin 

— 

| Switches a targets HP and MP 

DAMAGE > MP 

— 

— 

Judo Uniform 

300 

| Converts HP damage to MP damage—fails if MP is zero 

| IMMUNITY 

__ 

— 

Survival Vest 

300 

[ Confers resistance to some status ailments 

1 LEARNING 

— 

—■ 

Blue Saber 

400 

| Studies attacks and learns some as Blue Magic 

| BLUE COMBO 

— 

Varies 

Mythril Saber 

100 


A ranged combo for Blue Mages 
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Archers are the masters of the long-range attack. Good Archers 
are invaluable assets to a party—they can damage foes or disable 
them with a single shot. 


EFFECT 



BOOST 

-— 

Self 

Longbow 

100 


Focuses energy to increases damage on the next physical attack 


AIM:LEGS 

— 

Varies 

Thorn Bow 

200 


Immobilizes a target by shooting the legs 


AIM; ARM 

— 

Varies 

Nail Bow 

200 


Disables a target by shooting the arms 


CUPID 

— 

Varies 

Artemis Bow 

200 

|r i IN 

| Charms a target with a shot through the heart 


1 BURIAL 

— 

Varies 

Silver Bow 

300 


| Buries zombi!led units with a single shot 


|TAKE AIM 

— 

Varies 

Yoichi Bow 

300 


| Fires an aimed shot with a good hit rate but low damage 


FASTER 

— 

Varies 

Perseus Bow 

300 


| Nullifies labilities with a fast attack 


BLACKOUT 

— 

Varies 

Char Bow 

200 


| Inflicts Darkness on a target 

1*1 

[ BLOCK ARROWS 

— 

— 

Green Beret 

300 


| Dodges all Bow and Longbow attacks. 


CONCENTRATE 

— 

— 

Target Bow 

300 


Increases die user's hit rate. 


BOW COMBO 

— 

Varies 

Mythril Bow 

100 


A long-range combo for Archers 


ABILITY 


AP 


Aim: Arm prevents an enemy 
from attacking for a period of 
time. It's a great way tn turn the 
tide of battle or take out a tough 
foe in the first lura 


MP 


RANGE 


REQUIRED ITEM 


Aim: <\m 


WEAPON 

Bow 

|ead 

Hat, Ribbon (Viera Only} 

body 

Clothing 

SHIELD 

— 


I HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED | 


★ 

** 

tAhAt 





MOVE 


JUMP 

2 

mm 

50 
























































































































































































Hunters are basically Archers with different skills and a better Weapon 
Attack rating. They are also the only ones who can capture monsters. 
You must master two Archer A-abilities to become a Hunter. 


200 


200 


100 


300 


300 


200 


999 


300 


200 


300 


300 


100 


ABILITY 


MP RANGE REQUIRED ITEM 


EFFECT 


SONIC BOOM 


Cranequin 


Uses a weapon to create an area-damaging shockwave 


OUST 


— Varies WindslushBuw 


Sweeps monsters from the field of battle 


ADVICE 


Twin Bow 


[Raises the Critical Hit rate against a target 


AIM: VITALS 


— Varies Fey Bow 


| Causes status ailments with a shot to the vital organs 


HUNTING 


— Varies 


Hunt Bow 


Delivers a stylish felling blow that earns extra JP 


ADDLE 


— Varies 


Master Bow 


| Addles a monster, causing temporary loss of A- and R-abilities 


ULTIMA SHOT 


60 Varies Seventh Heaven 


Attacks with powerful Ultima Magic 


SIDEWINDER 


— Varies 


Hades Bow 


Deals heavy damage to monsters 


CAPTURE 


— Varies Ranger Bow 


Puts live monsters into the Monster Bank 


AUTO-REGEN 


— — Gaia Gear 


| Regenerates HP automatically as soon as you take damage 


WEAPON ATK+ — 


— Nike Bow 


| Increases the amount of damage dealt by weapon attacks 


HUNT GOWIBO 


— Varies Mythril Shot 


A ranged combo for Hunters 


CAPTURE 


Capture lets you catch a weak¬ 
ened monster and put it in the 
Monster Bank—where a 
Morpher can use it to learn new 
abilities. You must weaken the 
monster before it can be cap¬ 
tured. The Paladin's Subdue abili¬ 
ty works well for such a pur¬ 
pose. 


WEAPON 

Greatbow 

HEAD 

Hat 

BODY 

Clothing 

SHIELD 

— 


II HP 

IMP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 1 


A 


A* 

** 

A A 

A A 
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WEAPON 

HEAD 

BODY 

SHIELD 






SPEEDBREflK 


Speedbreak is an attack that 
lowers a target's Speed rating. It 
has the same effect as the Time 
Mage's Slow ability and should 
be employed against magic 
users or any powerful enemy. 


Warriors have much in common with Soldiers — including many 
abilities—but they have better offensive stats, If you have a War¬ 
den send him into battle and watch the sparks fly* 


Sword, Broadsword 


Hat, Helmet 


Clothing, Armor 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


| FIRST AID 

F 

Self 

Shortsword 

100 

| Heal HP and cures status ailments 

| POWERRREAK 

E 

Varies 

Samson Sword 

200 

| Weakens a target's weapnn attacks 

| MINDBREAK 

r 

Varies 

Buster Swnrd 

200 

| Reduces a targets magic power 

| MAGICBREAK 

E 

Varies 

Falchion 

200 

| Deals damage to a target's MP 

| SPEEDBREAK 

i — 

Varies 

Silver Sword 

200 

| Reduces a target's speed 

|BODY SLAM 

E 

1 

Stribory 

300 

| A power ful move that ulsu damages Lhe attacking unit 

| GREASED BOLT 

Varies 

GaleSwgrd 

300 

| Attack sq fast that target cannot react with an lability 

| DOWNSIZE 

[24 

Varies 

Restorer 

300 

| Reduce target's HP by half 

| MONKEY GRIP 

E 


Claymore 

300 

| Lets you hold a two-handed weapon in one hand 

| SH1ELDBEARER 


— 

Bronze Shield/Opal Shield | 

300 J 

[ Frnables shield-wielding, regardless of job 

| COMBAT COMBO | - 

Varies 

Mythril Sword 

100 

| A failproof combo for Soldiers & Warriors 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 


ic 

'k'k'k 


* 

** 

* 
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Dragoons are famous for their 
Jump ability, an attack that 
launches them so far into the air 
that they actually leave the 
screen. You can use the Jump 
abifityto attack enemies up to 
four panels away—including foes 
at a higher elevation than yours. 
You can perform a Jump attack 
only if you have a Spear-type 
weapon equipped 


[jump 

— 

4 

Javelin 

100 

| Jumps Into the sky to deliver a spear attack 

|LANCET 

— 

1 

Restorer 

300 


Absorbs HP from a target 


l WYRMTAMER 

— 

1 

Buster Sword 


200 


Persuades a Dragon to leave the field of battle 


| FIRE BREATH 


Area 

Lava Spear 


300 


Deals damage with fiery breath 


| BOLT BREATH 

— 

Area 

Gae Bolg 


300 


Deals damage with a lightning cloud 


| ICE BREATH 

— 

Area 

Ice Lance 


300 


Deals damage with icy breath 


| WYRMKILLER 

— 

Varies 

Blood Sword 


300 


Deals a tremendous amount of damage to Dragons 


[bangaacry 

— 

Area 

Dragon Whisker 

| Deals damage with a Bangaa warrior cry 

[DRAGONHEART 

— 

— 

Vitanova 


200 


300 


Auto-raises the character if he is felled by a weapon 


DRAGON COMBO 

— 

Varies 

Mythril Spear 


too 


A failproof combo for Dragoons 


jump 


WEAPON 

Sword, Spear 

HEAD 

Helmet 

BODY 

Armor 

SHIELD 

— 


HP 

MP 

W-ATK 

W-DEF 

M-POW M-RES 

SPEED 


★ 


** 

★ 


1 ** 1 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


Give a Dragoon a mighty spear and he's a happy camper. The class 
has a sky-high W-Atk rating and specializes in slaying Dragons. 
You must master two Warrior A-abilities to become a Dragoon. 
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MOVE 

JUMP 

EVADE 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



TREMOR 

-1 

All Sides 

El Did Sword 

100 

Knocks back neat by units hy slamming the ground 

MELTDOWN 

3 

All Sides Vajra 

200 

Uses a self KO to deal area damage equal 1 u 1 he unit's HP 

DEFENSE 

3 

Self 

Lionheart 

200 

Raises Wuupun Defense and Magic Resistance for one turn 


DRUP WEAPON 

R 

Varies 

Ragnarok 

200 

Tosses a weapon nut nf hand and back into stock 

n 

HIBERNATE 

3 

Self 

Defender 

100 

1 nls the user hibemuLe to remedy status ailments 


MOW DOWN 

R 

All Sides 

Striborg 

I 200 

Damages surrounding units while slowing seif 

AURA 

R 

Self 

Lohengrin 

300 

D 

Bestows Auto Life and Auto flegen 

EXPERT GUARD 

E 

Self 

SavsTheQuefin 

300 

| Prevents all MP and HP damage for one turn 


| LAST BERSERK 

E 

— 

Predator 

300 1 

1C 

[ An I ivatus Bur ser k d Lhu unit is sever ely wounded 


WEAPON DEFt 

E 

— 

Diamond Armor 

J 300 

| Reduces damage from weapon al lacks 



DEFEND COMBO 

R 

Varies 

[ My tin il Ri and 

| 100 


An easily chained comho for Defenders 



As their name suggests, Defenders are in their element when they 
are being used as bodyguards or decoys. You must master two 
Warrior A-abilities to become a Defender, 


EXPERT GUARD 


Expert Guard prevents all MP 
and HP Uumayu Ini Hsiuqln turn 
Its rhn most powerful defensive 
spell in the game and quite use 
ful during lengthy missions. 


b 


WEAPON 

Knightsword, Broadsword 

HEAD 

Helmet 

BODY 

Armor, Robe 

SHIELD 

— 


Ihp || 

MP 

W-ATK 

W-DEF 

M-POW 1 

M-RES 

SPEED | 


★ 




ik*k 
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Gladiators are unusual among Eangaa jobs—they use offensive 
magic and cannot equip the heaviest weapons and armor. You 
must master two Warrior A-abilities to become a Gladiator. 


STRIKEBflCK 


Block an enemy's attack and hit 
him or her with a counterattack 
by learning the Strikeback abili¬ 
ty. The move won't work against 
A-abilities; only regular physical 
attacks 


ABILITY 

[mp 

RANGE 

REQUIRED ITEM 

1 AP 1 

EFFECT 

[rush 

E 

Varies 

Sweep Blade 

100 | 

| Pushes a target back with a full-on bull rush 

| WILD SWING 

E 

All Sides 

| Qgun Blade 

200 

| Swings a weapon and hits enemies on all four sides 

| BEATDQWN 

E 

Varies 

Shadow Blade 

200 

| Attack with an aggressive move—low hit rate, but high damage 

| BLITZ 

E 

Varies 

1 Sun Blade 

200 

| Uses aggression to sense and attack a target 

|FIRE SWORD 

E 

1 

Flametongue 

[200 

| Deals damage with a Fire-based blade attack 

| BOLT SWORD 

E 

f 

Air Blade 

200 

| Deals damage with a Lightning-based blade attack 

| ICE SWORD 

E 


1 Icebrand 

200 

| Deals damage with an Ice-based blade attack 

| ULTIMA SWORD 

60| 

Varies 

Materia Blade 

999 

1 Attacks with powerful Ultima Magic 

| STRIKEBACK 

E 

— 

Wygar 

300 

| Blocks an attack and counterattacks-inef fective vs. A-abilities 

j DOUBLEHAND 

3 


Venus Blade 

300 

| Allows the unit to hold a one-handed weapon in two hands. 

SWORD COMBO 

E 

Varies 

Mythril Blade 

100 


A failproof combo for Gladiators 


WEAPON 

Blade 

HEAD 

Hat 

BODY 

Clothing 

SHIELD 

— 


! Hp 

MP 

W-ATK 

W-DEF 

M-POWl 

M-RES 

SPEED 


★ 

'kir'k 

★ ★★ 

★ 

★ 

★* 


MOVE 

4 

JUMP 

2 

EVADE 

45 
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Far Fist lets you attack multiple 
enemies from a distance. It caus 
es less damage than the similar 
Air Render attack but covers a 
wider area. 


FAR FIST 


The White Monk is a well-balanced job that's useful in many situ¬ 
ations, The Exorcise ability is especially useful against Zombies— 
it can eliminate them with a single blow. 


WEAPON 

Knuckle 

|ead 

— 

BODY 

Clothing 

SHIELD 

— 


HP 

MP 

W-ATK 

W-DEF M-POW 

M-RES 

SPEED 1 


, 

★ 


★★ ★★ 

★Hr 

★★ 



ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


WHIRLWIND 

— 

All Sides 

Hard Knuckles 

100 

Hits on all sides with a quick spin a ttack 

AIR RENDER 

— 

3 

Kaiser Knuckles 

POO 

Damages from a distance with unleashed aggression 

EARTH RENDER 

— 

Line 

Tiger Fangs 

200 

Rends the earth with a mighty attack 

FAR FIST 

_ 

4 

Godhand 

200 

Deals damage to a wide area hum a distance 

■ 1 ] 

CHAKRA 

Sell 

Cat Claws 

200 

Heals HP hy sending energy into the chakra points 

REVIVE 


1 

Survivor 

[300 

Revive an unconscious unit 

EXORCISE 

— 

1 

Rising Sun 

300 

| Destroys Zombies with an evil-banishing chakra 

HOLY SIGN 

— 

1 

White Fangs 

200 

[ Neutralizes a target's status enhancements 

I REFLEX 

— 

— 

Mirage Vest 

300 

| Predicts and avoids a regular attack 


COUNTER 

— 

— 

j Brigandine 

300 

| Follows up an enemy attack with a counterattack 


MONK COMBO 

— Varies 

Mythril Claws 

100 


An easily chained combo for White Monks 


■ in u i i rn n rrnn t nn 









































































































































































































































WEAPON 

HEAD 

BODY 

SHIELD 


1 CURA 

10 

4 

Cure Staff 

200 

| Heals HP—also damages Zombies 

DISPEL 

12 

3 

Bless Staff 

200 

| Weakens a foe and neutralizes status enhancements 

|holy 

32 

3 

Nirvana Staff 

300 


Deals Holy damage to an area 


BARRIER 

to 

3 

Garnet Staff 

300 


Raises Weapon Defense and Magic Resistance 


JUDGE 

[T 

3 

Cheer Staff 


300 


Calls forth a sword to steal Judge Points 


WATER 

12 

3 

Spring Staff 


200 


Envelops a target in a damaging water sphere 


AERO 

12 

3 

Judge Staff 


200 


Creates a damaging whorl of wind 


BREAK 

20 

3 

Snake Staff 


200 


Petrifies a target by halting its metabolism 


| RETURN MAGIC 

— 

— 

Black Robe 

| Counters a magic attack with the same spell 

| HALF MP 

— 

— 

Light Robe 


300 


300 


Cuts in half the amount of MP used for abilities 


Break will petrify an enemy, 
effectively knocking the foe out 
for the rest of the battle It's the 
best of a good bunch of Bishop 
abilities. 


PRAY COMBO 


Varies Mythril Staff 


100 


A ranged combo for Bishops 


BREAK 


The Bishop job features a useful combination of healing spells 
and offensive might, but nothing in the way of speed. You must 
master two White Monk A-abilities to become a Bishop. 


ABILITY 


MP 


RANGE 


REQUIRED ITEM 


EFFECT 


Staff _ 

Hat_ 

Clothing, Robe 


HP 

MP 

W-ATK 

W-DEF M-POW 

M-RES 

SPEED 

★★ 

*★ 


★ ★★ 

★* 

* 1 
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ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



ASTRA 

8 

4 

SaveTheQueen 

200 


[Confers one-time status-ailment protection 


WARCRY 

— 

All Sides 

Javelin 

300 


Reduces the speed of nearby units 


RASP 

24 

3 

Apocalypse 

100 


Deals damage to MR 


CHEER 

— 

Self 

Partisan 

100 

■ A ■ 

Focuses power to increase damage on next weapon attack 


SILENCE 

8 

3 

Ragnarok 

200 


Silences a target by stealing its voice 


SOUL SPHERE 

— 

4 

Arch Sword 

300 


[ Deals damage to MP with a soul-stealing aura 


HASTE 

24 

3 

Lohengrin 

200 


Increases a target's Speed 


[UFEBREAK 

— 

Varies 

Kain's Lance 

300 


| Deals damage equal to the amount of HP you've lost 

I & jl 

BONECRUSHER 

— 1 

— 

Carabini Mail 

300 


| Deals a powerful counterattack (x 1,5) after taking weapon damage 


WEAPON ATK+ 

— 

— 

Trident 

300 


Improves weapon attacks to deal more damage 


SACRED COMBO 

— | 

Varies 

Mythril Brand 

100 


A fail proof combo for Templars 


HASTE 


Ah, Haste, Once you learn the 
ability, you'll probably find your- 
self using it on every turn. Try It 
on slow-moving offensive units 
to give them a couple of extra 
attacks in a long battle. 


BANGAA 


Templars have the highest Weapon Defense among Bangaas. They 
are otherwise well-balanced and can use lots of weapons and armor. 
You must master two White Monk A-abilities to become a Templar. 


WEAPON 

Knightsword, Spear 

HEAD 

Helmet, Hat 

BODY 

Armor, Clothing, Robe 

SHIELD 

— 


! HP 

MP 

w-atk| 

W-DEF 

M-POW 

M-RES 

SPEED 


★ 


★ ★★ 

★ * 

** 




































































































































































































WEAPON 

HEAD 

BODY 

SHIELD 


Rod _ 

Hat _ 

Clothing, Rohe 


MOOQLE 


ie Mages are vital supporting players in the later rounds, as 
they have the ability to speed, slow and even stop time* You must 
master five Black Mage A-abi!ities to become a Time Mage. 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

speed! 

★ 


★ 



★ ★★ | 

** | 



ABILITY 


MP 


RANGE 


REQUIRED ITEM 


EFFECT 


[HASTE 

24 

3 

Firewheel Rod 

200 

| Increases a target's Speed 

1 QUICKEN 

24 

3 

Thor Rod 

300 

| Lets the target take the next turn 

| SLOW 

12 

3 

Terre Rod 

200 

| Reduces a target's Speed 

1 REFLECT 

8 

3 

Thunder Rod 

300 

1 Reflects White, Red, Black and Time Magic 

1 STOP 

24 

3 

Chill Rod 

300 

| Stops time for a target, rendering it unable to act 

| SILENCE 

8 

3 

Sleet Rod 

200 


Silences a target by stealing its voice 


| QUARTER 

10 

3 

Force Rod 


200 


Saps one-quarter of a target's HP with a gravity field 


| DEMI 

24 

3 

Stardust Rod 


300 


Saps one-half of a target's HP with a gravity field 


j LAST QUICKEN 

— 

— 

Lordly Robe 


300 


Allows you to take the next turn when severely wounded 


TIME COMBO 


— Varies Mythril Rod 


100 


A ranged combo for Time Mages. 


gUICKEH 


When you use Quicken on a clan 
member that member will auto¬ 
matically take his or her turn as 
soon as the spell is cast. Use it 
when you want to unleash a cer¬ 
tain attack at a key point in the 
battle. 
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MAGIC POW+ 


— — Morning Star 


300 


Increases the damage dealt by all types of magic 


MAINTENANCE 

□ 

— 

AdsmanVest 

! 300 


Ensures that equipped items are not stolen or destroyed 


1 ASTRA 

[H 

4 

Sage Crosier 

200 

[Confers one-Lime status ailment protection 


[DEATH 

36 

3 

Life Crosier 

200 

[ Cuts the very threads of life, resulting in an instant knockout 

| METEOR 

\40 

3 

Scorpion Tail 

300 

| Deals damage by dropping giant meteors from space 

[rasp 

|28 

3 

Energy Mace 

100 

| Deals damage to MR 

|FLARE 

36 

3 

Lotus Mace 

300 


Deals damage with a sudden temperature spike 


POISON 

10 

4 

Druid Mace 


Poisons a target with noxious gas 


TOAD 


Mandragora 


200 


Turns a target rriLu a frog 

ITEM 


Grants the ability to use items in battle 


GOLD COMBO 

— 

Varies 

Mythrtl Maeo 


A well-balanced combo for Alchemists 


TOAD 


Toad does just what it promis¬ 
es—it turns one target into a 
frog. Enemies who have been 
"loaded" suffer severe status 
penalties and are sitting ducks 
for Thieves who want their 
equipment. 


MR 


RANGE REQUIRED ITEM 


EFFECT 


ABILITY 


Alchemists learn devastating magic spells and can use items with¬ 
out taking up an A-ability slot. You must master three White Mage 
and five Black Mage A-abilities to become an Alchemist. 


WEAPON 

Mace 

HEAD 

Hat 

BODY 

Clothing 


— 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 

*★ 

*** 

ic 

★* 

★ ★★ 


★ 
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WEAPON 

HEAD 

BODY 

SHIELD 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED | 


* 

★ ★★ 1 

★ ★★ 

** 

*★ 

★ * j 


Instrument 

Hat 

Clothing 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 

GOBLIN 

— 

4 

Demon Boll / War Trumpet 

200 

| Takes control of Goblins and Red Caps 

Iflan 

— 

4 

Demon Bell / Glass Bell 

200 

| Takes control of Flans, Jellies and Creams 

BOMB 

— 

4 

Demon Bell/Aona Flute 

200 

| Takes control of Bombs and Grenades 

DRAGON 

— 1 

4 

Earth Bell 

200 

| Takes control of Firewyrms, Icedrakes and Thunderdrakes 

1 LAMIA 

— 

4 

Glass Bell 

200 

| Takes control of Lamias and Liiths 

1 RUG 

— 

4 

Fairy Harp 

200 

flbkes control of Antiions and Jawbreakers 

1 TONBERRY 

— 

4 

Blood Strings 

200 

[ Takes control of Tonberries and Masterberries 

| PANTHER 

— 

4 

War Trumpet 

200 

I Takes control of Red Panthers and Coeurls 

| MALBORG 

— 

4 

Aona Flute 

200 

| Takes control of Malboros and Big Malboros 

|FLOATEYE 

— 

4 

Black Quena 

200 

| Takes control of Floateyes and Ahrimans 

1 UNDEAD 


4 

Black Quena 

200 

\ Takes control of Zombies and Vampires 

| FAIRY 

— 

4 

Fairy Harp 

200 

| Takes control of Sprites and Titanias 


ROCKBEAST 


Conch Shell 


200 


Takes control of Blade Biters and Toughskins 


LAST HASTE 


— ’ 

— 

Ninja Gear 

300 


Automatically become Hasted if severely wounded 


Survival Vest 


300 


Confers resistance to some status ailments 


BEAST COMBO 


— 

Varies 

Mythril Bel! 

too 


A failproof combo for Beastmasters 


DRflCDn 


Dragons are perhaps the best 
monsters to control—they're 
fast and strong and can deci¬ 
mate enemies with breath 
attacks. The Dragon class of 
monsters includes Firewyrms, 
Icedrakes and Thunderdrakes. 








































































































































































































































A Morpher can use the soul of a captured monster to transform 
into the beast. Monsters must first be captured by a Hunter. You 
must master five Bcastmaster A-abilities to become a Morpher, 


WEAPON 

Soul 

HEAD 

Hat 

BODY 

Clothing, Robe 

SHIELD 

— 


imi 

4 


3 


30 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 

★ ★ 

★ 


★ ★ 



★ ★ 


Lflmirt 



lamias are tough cookies that 
can bestow a wide variety of 
status ailments on your foes. 
Try the Frog, Poison and Kiss 
attacks. 


ABILITY 

MP 

RANGE j REQUIRED ITEM 

AP 

EFFECT 

| GOBLIN 

— 

— 

Goblin Soul 

200 

| Morphs into Goblins and Red Caps 

|flan 

— 

— 

Flan Soul 

200 

| Morphs into Flans, Jellies ant) Creams 

1 BOMB 

— 

— 

Bomb Soul 

200 

1 Morphs into Bombs and Grenades 

|DRAGON 

— 

— 

Dragon Soul 

200 

| Morphs into Thunderdrakes, Firewyrms and Icedrakes 

| LAMIA 



luiTiiu Suul 

200 

] Morphs into lamias and Liliths 

Ibug 

— 

— 

Bug Soul 

200 

1 Morphs into Antiions and Jawbreakers 

|PANTHER 

— 

— 

Panther Soul 

200 

J Morphs into Red Panthers and Coeurls 


1 MALBORO 

— 

— 

Malboro Soul 

200 

I Morphs into Malboros and Big Malboros 

| FLOATEYE 

— 

_ 

Eye Soul 

200 

| Morphs into Floateycs and Ahrimans 

| DAMAGE > MP 

: __ 

— 

Judo Uniform 

300. 

| Converts HP damage to MP damage— fails if MP is zero 

MORPH COMBO 


Vuiius 

Mythril Sou! 

iyu 

A failproof combo for Morphers 











































































































































































































































WEAPON 

HEAD 

BODY 

SHIELD 



DRAIN 


4 

Energy Mace 

100 


Steals a target's strength and adds it to your HP 


BLIND 

F 

4 

Druid Mace 

100 | 


Inf licts Darkness by spraying an inky gas 


WATER 

F 

3 

Battle Mace 

200 


Envelops a target in a damaging water sphere 


AERO 

V2\ 

3 

Battle Mace 

200 

A 

Creates a damaging whorl of wind 

M 

RAISE 

22\ 

4 

Life Crosier 

300 


Revives KQ'd units and restores HP—also damages Zombies 


GIGA FLARE 

F 

3 

Lotus Mace 

300 j 


Casts a more powerful version of Flare 


BIO 

F 

3 

Mandragora 

300 


Creates viscous waves to damage and poison targets 


ULTIMA BLOW 

[bo 

Varies 

Zeus Mace 

999 


Unleashes a powerful Ultima-magic attack 

D 

REFLEX 

F 

— 

Mirage Vest 

300 

■V 

Predicts and avoids a regular attack 


WEAPON DEF+ 

F 

— 

Dark Gear 

300 

c 

Reduces damage from weapon attacks 

3 

SHIELDBEARER 

F 

— 

Round Shield 

300 


[ Enables shield-wielding, regardless of job 


| WISE COMBO 

F 

1 Varies 

Mythril Mace 

100 


A well-balanced combo for Sages 


Sages are among the best jobs. They have lots of offensive spells and 
can also raise fallen comrades and restore HR You must master two 
Beastmaster and three White Mage A-abilities to become a Sage, 


GIGA FLARE 


The Giga Flare is one of the most 
powerful magic spells in the 
entire game. It's not associated 
with any attribute or elemental 
type, so you can use it without 
fear of the Color Magic law. 


Mace _ 

Hat _ 

Clothing, Robe 

Any 


ABILITY 


MP 


RANGE 


REQUIRED ITEM 


EFFECT 


HP 

MP 

W-ATK 

W-DEF M-POW 

M-RES 

SPEED | 




•kirk kkk 
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100 


200 


300 


200 


300 


300 


200 


200 


300 


300 


100 


ABILITY 


MP RANGE REQUIRED ITEM 


EFFECT 


SWARMSTRIKE 


— Varies Stinger 


Deals damage and poisons like stinging bees 


I SHADGWSTICK 


— Varies 


Silver Rapier 


Hinders movement to reduces a target's speed 


CHECKMATE 


— Varies GuptiAga 


Attacks and casts Doom on a target 


FEATHERBLOW 


— Varies Estoc 


Unleashes a flurry of attacks—good hit rate, but light damage 


| SWALLOWTAIL 


— All Sides Djinn Flyssa 


Damages nearby enemies by weaving like a butterfly 


MANASTRIKE 


— Varies Mage Masher 


Strikes through a target's will, damaging MP 


PIERCETHROUGH 


Flamberge 


Unleashes an attack that hits units behind the first target 


NIGHTHAWK 


Joyeuse 


Strikes with an attack as swift as the hunting hawk 


REFLEX 


— — Mirage Vest 


Predicts and avoids a regular attack 


P9j SHIELDBEARER — — 

--- 


Bronze Shield / Round Shield 


Enables shield-wielding, regardless of job 


LUNGE COMBO 


— Varies Mythril Rapier 


A failproof combo for Fencers 


REFLEX 


Reflex allows you to avoid a reg 
ular attack, no matter how far 
away the attacker is. You can 
even avoid attacks from behind. 
The ability doesn't protect you 
from A-abilitres, however 


Fencers are good offensive jobs with very high Evade rates— 
which makes them tough ro hit in hartle. They can learn a number 
of abilities that cause both damage and status ailments. 


WEAPON 

Rapier 

HEAD 

Hat, Ribbon 

BODY 

Clothing 

SHIELD 

Any 


1 HP 

MP 

w-atk[ 

W-DEF 

M-POW 

M-RES 

SPEED | 

★ ** 

* 

** 

** 

★ * 

*★ 

★ ★ 


























































































































































































































FIRE WHIP 


The Fire Whip damages your 
opponent and has the chance to 
Disable tt—which means it won't 
be able to act for a few turns. 
The move is similar to the 
Archer's Aim; Arm ability but has 
a higher Hit rate. 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



FIRE WHIP 

12 

4 

Scarlette 

100 


Damages and disables a target with a ring of flame 


EARTH HEAL 

12 

4 

Fleuret 

200 


Heals HP by focusing power from the earth 


WHITE FLAME 

24 

3 

Flamberge 

100 


Heals HP with soothing Fairy fire 


SHINING AIR 

12 

4 

Djinn Flyssa 

200 

ill 

Damages and inflicts Darkness on a target with a rush of air 


EVIL GAZE 

12 

4 

Joyeuse 

300 


Damages and confuses a target with a fiendish presence 


HEAVY DUST 

12 

4 

Estoc 

200 


Damages and immobilizes a target with a chunk of earth 


SLIPRAIN 

12 

4 

Silver Rapier 

200 


Damages and slows a target with a water ball 


ELEMENTAL SHIFT 


4 

Epeprism 

300 


| Shifts resistance to the elements in a target 

I 1 | 

ABSORB MP 

— 

— 

Lordly Robe 

300 


| Absorbs the MP used to cast a spell against you 


SPIRIT COMBO 

— 

Varies 

Mythril Rapier 

100 


| A well-balanced combo tor Elementalists 


Elemental ists are similar to Fencers, but their attacks usually 
cover a longer range. You must master one Fencer and one White 
Mage A-ability to become an Elemental^ t. 


WEAPON 

Rapier 

HEAD 

Hat, Ribbon 

BODY 

Clothing, Robe 

SHIELD 

— 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 

★ ★ 


** 



★* 

★ ★ 


EVADE 
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DDUBLECrtST 

c - DuublecastJ Sleep +7 


300 


100 


100 


100 


100 


200 


100 


999 


300 


300 


100 


Doublecast lets you cast two 
spells in one turn. The spells 
don't have to be of the Red 
Mage variety; Doublecast 
works with any spells in your 
inventory—including Summons. 


ABILITY 


MP RANGE REQUIRED ITEM 


EFFECT 


BARRIER 


Mage Masher 


Raises Weapon Defense and Magic Resistance 


FIRE 


Scarlette 


Generates a damaging ball of flame 


THUNDER 


Stinger 


Calls down lightning to deal damage 


BLIZZARD 


Flamberge 


Creates a chunk of ice to deal damage 


i CURE 


Fleuret 


Eases pain and heats HP—also damages Zombies 


SLEEP 


Estoc 


Releases sleeping gas to put a target to sleep 


POISON 


Spews out gas that poisons a target 


DOUBIEQAST 


Madu 


Grants the ability to cast two spells in succession 


CATCH 


— — Chain Plate 


Catches a thrown item and places it in stock 


.. 4 


MAGIC POW+ 


— Colichemarde 


Increases the damage dealt by magic 


RED COMBO 


— Varies Mythril Rapier 


An easily chained combo for Red Mages 


Red Mages are amazing. If you create a Red Mage with Summoner 
abilities, you'll have a nearly invincible character* You must master 
one Fencer A-ability to become a Red Mage. 


Clothing, Robe 


HP 

MR 

| W-ATK 

W-DEf 

M-POW 

M-RES 

SPEED 1 

■*n*r 

★ 

*★ 


kk: 

** 

kk 


* - Depends on the selected magic 
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Madeen strikes people with 
Holy damage. It s the most pow¬ 
erful summon in the game, so 
make sure that your own team¬ 
mates aren't within range when 
you use it. If Holy is forbidden, 
you'll be penalized for summon¬ 
ing Madeen, 


The Summoner calls creatures from another world to fight with 
both offensive and defensive magic. You must master two White 
Mage and two Elementalist A-abilities to become a Summoner. 


WEAPON 

Staff 

HEAD 

Hat, Ribbon 

BODY 

Clothing, Robe 

SHIELD 

— 


' HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED 



★ ★ 

★ 

| ★★★ | 

*★ 

Lj^J 


I ABILITY 

MPj 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


1 UNICORN 


4 

Pure Staff 

200 

| Summons Unicorn to heal HP and status ailments 

IFRIT 


4 

Guard Staff 

200 

| Summons Ifrit to deal Fire damage 

RAMUH 


4 

Judge Staff 

200 

Summons Ramuh to deal Lightning damage 

1 SHIVA 

18 

4 

Snake Staff 

200 

Summons Shiva to deal Ice damage 

1 KIRIN 

[24 1 

4 

Cure Staff 

200 

Summons Kirin to cast Auto-Regen on characters 

| CARBUNCLE 


4 

Garnet Staff 

300 

| Summons the fairy Carbuncle to cast Reflect 

| PHOENIX 

|24 

4 

Nirvana Staff 

| 300 

| Summons Phoenix to revive unconscious allies 

1 MADEEN 

[36 

1 4 

Cheer Staff 

300 

| Summons Madeen to deal Holy damage 

I HALF MP 

F 

— 

Light Robe 

300 

| Cuts in half the amount of MP used for abilities 

1 SUMMON COMBO 


Varies 

Mythril Staff 

100 

A ranged combo for Summoners 
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ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 

1 3HADGWBIND 

12 

1 

Fey Bow 

200 

| Stops a target by pinning his or her shadow to the ground 

| LAST BREATH 

32 

1 

Petaluhasui 

300 

| Knocks out a target with a swift shook 

| APHONIA 

12 

1 

Murasame 

200 

| Silences a target with a shot aimed at the throat 

| NIGHTMARE 

18 

1 

Kikuichimonji 

300 

| Puts a target to sleep and sometimes dooms them 

1 AGUE 

12 

1 

Ranger Bow 

200 

| Slows a target with feverish nhiils 

1 ROCKSEAL 

32 

1 

Kotetsu 

300 

| Causes petrification by sealing a target in stone 


1 OBLIVION 

24 

1 

Masarrume 

nuo 

| Addles a target with a shot to the head 

1 ULTIMA MASHER 

60 

Varies 

Zanmato 

999 

| An Assassin attack burn from Ultima magic 

| RETURN FIRE 

— 

— 

Power Sash 

300 

j Catches on approaching arrow and aliuuls it back 

KILLER COMBO 

— 

Varies , 

Mythril Epee 

100, 


A faifprouF combo for Assassins 


LAST BREATH, ROCKSEAL 

Last Dreath and Rockseal both 
KC1 an enemy with a single blow. 
Last Brcnth inntnntly ntnkns 
dnwn a fan, whit a Reckseal 
turns him or her into stone 


VIERA 


Once you create an Assassin, you'll warn a whole team of them—the 
characters can KO enemies with a single strike. You must master 
one Sniper and two lilementalist A-abilities to become an Assassin. 


WEAPON 

Katana, Greatbow 

HEAD 

Hat, Ribbon 

BODY 

Clothing 

SHIELD 



HP 

MP 

w-atk[ 

W-DEF 

M-POW 

M-RES 

SPEED 

★ 



1 ** 

★ ** 

★ ★ 

★ ★★ 
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Doubleshot lets you hit an 
enemy twice En the same turn, 
The attack's damage rate will 
drop, but you can still do a lot of 
damage once you reach a high 
level of experience. 



DOUBLESHOT 

—. 

Varies 

Twin Bow 

300 


Attacks twice in quick succession 


BESO TOXICO 

— 

Varies 

Cranequin 

200 


Poisons a target with a touch as gentle as a kiss 


DEATH SICKLE 

— 

Varies 

Hades Bow 

300 


Sweeps out to inflict Doom with horrid speed 


CONCEAL 

— 

Self 

Windslash Bow 

100 

W A ^ 

Turns you transparent until you next take another action 


DOOM ARCHER 

— 

Varies 

Max's Oathbow 

300 


Deals damage equal to your lost HP to a target's HP & MP 


| AIM: ARMOR 

— 

Varies 

Fey Bow 

300 


Destroys armor worn by a target 


AIM: WEAPON 

— 

Varies 

Master Bow 

300 


Destroys a weapon held by a target 


AIM: WALLET 

— 

Varies 

Hunt Bow 

200 


| Steals Gil with a shot aimed at the foe's wallet—big payoff 

I 1 1 

| AUTO-REGEN 

— 

— 

Gaia Gear 

300 


| Automatically regenerates HP after you take damage 


SNIPER COMBO 

— 

Varies 

Mythril Shot 

too 


A ranged combo for Snipers 


DOUBLESHOT 


EFFECT 


Snipers are Archers with better abilities. The abilities don't require 
a bow, bur they are Jim; red to the range of your equipped weapon, 
must master two Archer A-abilities to become a Sniper. 


HP 

MP 

W-ATK 

W-DEF M-POW 

MRES 

SPEED 

1 ** 

★ 

'k'kic 

★ ★ ★ ★ 


★★ 


You 


WEAPON 

Greatbow 

HEAD 

Hat, Ribbon 

BODY 

Clothing 

SHIELD 

— 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 





















































































































































































ABILITY 


MP RANGE REQUIRED ITEM 


EFFECT 


SHEEP COUNT 


Glass Bell 


Summons sheep to put targets to sleep 


100% WOOL 


Seif Earth Bell 


Improves Weapon Defense and Magic Resistance 


CUISINE 


Heal Chime 


Cooks and serves an animal to completely heal HP 


TAIL WAG 


| Charms a target with a cute wagging tail 


Fairy Harp 


CHOCOBO RUSH 


Line Satyr Elute 


Deals damage with a stampede of Chocobos 


FROGSONG 


Aona Flute 


Turns a target into a frog with a lilting refrain 


FRIEND 


Blood Strings 


Summons a random creature from the spirit world 


1 CATNIP 


War trumpet 


Drives a target berserk 


(SLOCK ARROWS 


Green Beret 


jj|§ Catches an approaching arrow and shoots it bank 


ANIMAL COMBO — Varies MyfhrilRell 


A failproof combo for Anrmists 


100 


200 


300 


200 


300 


200 


300 


300 


Plucky Ammists fight by calling on various animals to help lEiem, 
Animist abilities don’t do a ton of damage, but they provide great 
support in the middle of battles—Cuisine is especially good. 


SHEEP COUnT 


Send your enemies to bed with a 
herd of sheep. The ability is 
available early in the game, and 
you'll probably use it right until 
the final battle. Sleeping ene¬ 
mies are easier targets for dam¬ 
aging attacks and Steal abilities. 


WEAPON 

HEAD 

BODY 

SHIELD 


Instrument 


Clothing 


HP 

MP 

W-ATK 

W-DEF M-POW 

M-RES 

SPEED 

** 

* 

★ ★ 

+ ** ** 
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ABILITY 

MPj 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 

1 MOG ATTACK 

=1 

Varies 

Flame tongue 

100 

|Damages and knocks back a target 

MOG GUARD 

^3 

Self 

Kwigon Blade 

200 

| Improves Weapon Defense and Magic Resistance 

| MOG LANCE 

a 

3 

Atmos Blade 

200 

[ Hit far-off enemies with a mighty lunge 

1 MOG RUSH 

— 

Varies 

Shadow Blade 

200 

| Strikes with a full-force attack—high damage but low hit rate 

1 MOG SHIELD 

b 

4 

Pearl Blade 

300 

Prevents one status ailment 

| MOG PEEK 

E 

4 

Paraiba Blade 

[300 

Detects rare items held by an enemy unit 

1 MOG AID 

E 

Self 

Icebrand 

300 

| Heals a unit's own HP and cures status ailments 

1 ULTIMA CHARGE 

[eo 

Varies 

Materia Blade 

999 

| Attack with Ultima magic 

| LAST HASTE 

i- 

— 

Gold Armor 

300 

| Automatically becomes Hasted when severely wounded 

| SHIELDBEARER 

E 

— 

Round Shield / Opal Shield 

300 

] Enables shield-wielding, regardless of job 

CHARGE COMBO 

E 

Varies 

Mythril Blade 

[ 100 


An easily chained combo for Mog Knights 


Mog Knight is the best offensive job for Moogies, and the jobs 
high Weapon Defense raring makes for an excellent bodyguard. 
You must master one Animist skill to become a Mog Knight. 


ULTimfl CHARGE 


Ultima is the most powerful 
form of magic, and Ultima Charge 
is a Mog Knights best attack, it 
takes a long time to (earn the 
ability, but it's more than worth 
it 


WEAPON 

Blade 

HEAD 

Helmet, Hat 

BODY 

Armor, Clothing 

SHIELD 

Any 


HP 

MP 

W-ATK 

W-DEF 

M-POW 

M-RES 

SPEED | 

★★ 

* 


★ ★★ 

* 

★ ★ 




































































































































































Gun 


Clothing 


| HP 

MP 

W-ATK 

W-OEF M-POW 

M-RES 

SPEED 

** 

★ 



★ ★ 

★* 


MOOGLE 


Gunners have the longest attack range of any job in the game— 
place them in the back of the battlefield and fire awayf You must 
master one Animist A-ability to become a Gunner, 


COnCEITTMTE 



Concentrate lets you focus your 
mind and increase your hit rate 
by 30 percent, It works with any 
attack in your arsenal, regard¬ 
less of the job. 



ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 



[fireshot 

— 

Varies 

Aiot Gun 

100 


| Shoots a bullet of fire 


|BOLTSHOT 

— 

Vanes 

Riot Gun 

100 


| Shoots a bullet of lightning 


1ICESHOT 

— 

Varies 

Grot Gun 

100 


| Shoots a bullet of ice 


| CONFUSHOT 

— 

Varies 

Chaos Rifle 

200 


| Damages and confuses a target 


| CHARMSHOT 

— 

Varies 

Peacemaker 

300 


| Damages and charms a target 


|BUNDSHOT 

— 

Varies 

Silver Cannon 

100 


| Damages and blinds a target 


| SILENSHOT 

— 

Varies 

Lost Gun 

200 


| Damages and silences a target 


|STOPSHOT 

i 

Varies 

Outsider 

300 


| Damages and stops a target 

• 

CONCENTRATE 

— 


Longbarre! 

300 


Focuses your mind to increase the hit rate of attacks 


GUN COMBO 

— 1 

Varies 

Mythril Gun 

100 1 


A long-range combo for Gunners 


-fog am ui \ rm c u " i m m ir i t mu i n rr 

















































































































































































ABILITY 


MP 


RANGE REQUIRED ITEM 


EFFECT 


[hurl 

— 

4 

Kris Knife 

too 

| Throws a stocked item to damage a target 

RING 

— 

4 

Rondell Dagger 

200 

| Throws a hoop to Stop a target 

| FIREBOMB 

— 

4 

Khukuri 

300 

[ibsses a Molotov cocktail to induce Berserk in a target 

1 BALL 

— 

4 

Scramasax 

200 

| Causes Confuse by smacking a target's head with a bail 

|DAGGER 

— 

4 

Jambiya 

300 

| Throws a dagger to deal damage and Disable a target 

| SMILE 

— 

4 

Orichalcum 

300 

| Spreads the joy and allows an ally to act immediately 

| GIL TOSS 

— 

4 

Jack Knife 

100 

[ Throws Gil to damage a target—thrown Gil is lost 

|CATCH 

i — 

— 

Chain Plate 

300 

1 Catches a thrown item and places it in stock 

1 RETURN FIRE 

— 

— 

Power Sash 

300 

| Catches an Incoming arrow and shoots it back 

JUGGLE COMBO 

— 

Varies 

Mythril Knife 

100 


An easily chained combo for a Juggler 


SmiLE 


Smile works like the Time 
Mage's Quicken ability, allowing 
the affected target to take his 
or her turn as soon as the 
Juggler is done moving. Most of 
the Juggler's abilities nave a 
four-pane I range, which is great 
for keeping out of the fray, 


The Juggler is nr a powerful offensive force* Instead, he relies on a 
wide variety of items to cause status ailments. You must master 
two Thief A-abilities to become a Juggler. 


WEAPON 

Knife 

HEAD 

Hat 

BODY 

Clothing 

SHIELD 

— 


HP 

MP 

WATK 

W-DEF M-POW 

M-RES 

SPEED 


★ 


★ 

★ 



MOOGLE 
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Feel lucky, punk? The Gadgeteer has a number of very powerful 
abilities all of which have an equal chance of hitting friends and 
foes. You must master two Thief A-ahilkies to he a Gadgeteer. 


ABILITY 

MP 

RANGE 

REQUIRED ITEM 

AP 

EFFECT 


f il 

| RED SPRING 

12 

All 

Rising Sun 

200 

| Casts Haste on either friends or foes 

| BLUE SCREW 

12 

All 

White Fangs 

200 

| Casts Dispel on either friends or foes 

| GREEN GEAR 

12 

All 

Sick Knuckles 

200 

| Casts Poison on either friends or foes 

SILVER DISC 

12 

All 

Hard Knuckles 

200 

| Casts Darkness on either friends or foes 


| GOLD BATTERY 

12 

All 

Cat Claws 

200 

| Heals HP of either friends or foes 

| BLACK INGOT 

12 

All 

Death Claws 

200 

| Casts Doom on either friends or foes 

| CHROMA GEM 

12 

All 

Dream Claws 

200 

| Casts Sleep on either friends or foes 

| YELLOW SPRING 

12 

All 

Survivor 

200 

| Casts Barrier on either friends or foes 

AUTO-REGEN 

— 


Gaia Gear 

300 

1 

| Regenerates HP automatically once you take damage 


DAMAGE > MP 

— 

— 

Judo Uniform 

300 


Converts HP damage to MP damage—doesn't work if MP is zero 


GADGET COMBO 

— 

Varies j 

Mythril Claws 

100 

A long-range combo for Gadgeteers 
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CHROmfl GEFT1 


Chroma Gem will put one entire 
clan to sleep—but you never 
know which clan it will be! tf you 
want to use a Gadgeteer effec¬ 
tively, place the character on 
the field with an Alchemist who 
can cast Ast ra on your team¬ 
mates before the Gadgeteer 
goes to work. Doing so will pre- 
vent status ailments in case the 
ability backfires. 


MOOGLE 


WEAPON 

Knuckle 

HEAD 

Hat 

BODY 

Clothing 

SHIELD 

— 


\ HP 

MP 

W-ATK 

W-DEF 

M-POW| 

M-RES 

SPEED | 


★ 

** 

kkk 


kkk 
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FIND THE MISSION 


FIGHT! 


Once you've assembled a crack team* it's time to take it to the enemy! 
The battle system in FFTA is by no means a one-hit button masher 
there are lots of idiosyncrasies that can make a huge difference in a 
tough fight. As you get in a tew battles* however, you'll pick up on the 
combat system in no rime. Consult page 60 for all the details on fight¬ 
ing like a pro. (If a battle is too much for you, you can always flee. Press 
the Start Button without having a character selected to bring up the 
Flee option.) 


THE BATTLE SYSTEM 


COLLECT THE SPOILS 


Before you can fight, you have to contract a mission, (The only excep¬ 
tions are random battles with other clans — simply engage the other 
clan on the world map ro begin a random battle.) You 11 find the vast 
majority of missions in pubs. Enter the pub and speak to the barkeep* 
then scroll through the list of available missions. If you see one you like, 
required amount of Gil for it. Some missions require you to 
pedal item, so you might have to come back later. 


pg. 60 


Poli'II spend most of your time battling enemies, 
a minute to learn how it's done. 


so 


Once youVe purchased a mission* you must go to the location where it 
cakes place. (If you don't know where an engagement is supposed to 
occur, check the Missions section of the guide.) When you arrive* a 
screen with the mission title on it will pop up highlight the mission 
and press the A Button to start the battle. Sometimes you will have to 
encounter a clan on the world map instead of going to a location .such 
clans appear in blue instead of the standard red. 




PREPARE FOR BATTLE 


As soon as you start a mission* you'll have a chance to select up to six 
combatants from your clan. This is the most important part of the 
battle! Its your chance to check out the battlefield* change equipped 
items and abilities, look at the current laws and plan your strategy. Do 
enemies have items that you want to steal? Are any of your A-abilities 
outlawed? Which is the most dangerous foe? Get all of your questions 
out of the way BEFORE you start fighting. 


UNIT SELECTION 


| After you complete a mission* you'll be rewarded with Gil, AP, CP (if 
applicable) and items. After you get a few missions under your belt, 
you'll also start to receive Law and Antilaw cards. There are exceptions: 
Some missions have smaller rewards attached (no Gil, for example), 
and you'll sometimes be forced to forfeit part of your reward for break¬ 
ing the law r . 


REWARDS 


pg. 66 


ENGAGEMENTS 


pg. 59 


UNIT SELECTION 


pg- 59 
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There are three kinds of engage- 
ments. For area-specific ones, you 
must contract a mission and then go 
to a certain location. For roving ones, 
you must contract a mission and then 
engage a blue-colored clan on the 
world map. Random battles are not 
missions as such; they are simply 
fights against other clans. You II get a 
reward for a random battle, but it usu¬ 
ally won't he a rare item or tons of Gil. 



Walk to the location of the mission, 
highlight it and press the A Bu tton 
once the menu pops up. 


Track down the blue clan and engage 
it. If yuu fail, the clan will vanish until 
you purchase the mission anew. 


Bump into a i ed-colorod unit to start a 
random fight. Red units vanish after 
seven days. 





START 


The battle won't begin until you press the Start Button^and even 
then you'll have one last chance to back out. Make sure that all is 
right with the world before you engage. 


CLAN MEMBERS 


POSITION A UNIT 


VIEW INFO 


When you have a unit ready to go, 
press the R Button to bring up his or 
her information. You'll have a chance 
to change the character's equipment 
and abilities, if you so desire. 


VIEW THE MAP 


You can view the entire map by press¬ 
ing the L Button and using the Control 
Pad. You can also move the cursor 
onto enemy units and press the A 
Button to see their abilities and 
items—very handy for Thieves! 


The number at the bottom of the 
screen refers to the number of clan 
members you can bring. For example, 
when the number is 5/6, it means you 
have picked five clan members, but can 
pick a total of six. 


CHECK THE LflUl 



Check the current laws at any 
time by pressing the Select 
Button, If there s a law 
don't like, 
until 
play a 



You can place a unit on any blue square. Move the Control Pad to choose the 
square you wont, then press the A Button to set a unit there. Once il's down, 
use the Control Pad to determine which direc tron he or she will face. You can 
back out at any Lime by pressing the B Button, 
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STATUS 


The status box lists a character s HP, MPJudge Points, level of experience and number of Experience 
Points. Note that HP isn't a running tally of total game experience. Once your EP reaches 100, you'll 
gain a level and the meter will start over at zero. 


HEIGHT 


UNIT NUMBER 


The left number is the 
unit's turn order* (A l, for 
example, means you can act 
right away; a 4 means you 
must wait for three other 
people.) The right number 
represents tbe total number 
of units on the battlefield. 


Height is the terrain elevation at the loca¬ 
tion where the cursor is currently placed. 


ACTION MENU 


Move lets you position the selected clan 
member, Action lets you attack or use an 
ability, Wait ends your turn and Status 
brings up the character's Status menu. 


lauj atid aittilaw cards 

To access the Start menu, press the B Button 
until there is no cursor on the screen, then 
press Start. Once there, you can choose to use 
a Law or Antilaw card. The card will be played 
immediately and does not count as a charac¬ 
ter's action* The Start menu is the only place to 
check on laws once a battle has started. 



At the beginning of a skirmish, a character 's Speed determines his 
or her turn order. As the battle continues, the order will change 
depending on what actions a character takes. If you don't move or 
take an action, your turn will come veiy soon. If you move or per¬ 
form an action, you'll wait a little bit. If you both move and per¬ 
form an action, you'll have to wait even longer. It is possible to 
alter the turn order by using magic spells—usually the Time 
Mage's A-abilities* 



You can after a character's Speed by You can check the turn order for both 

equipping him or her with certain friends and foes in the Start menu, 

items. 



soon 

j 


LATER 


NEXT TURN 


ABILITIES THAT CHAT1GE 
THE TURTI ORDER 


ABILITY 

EFFECT 

HASTE 

Increases a target's Speed 

QUICKEN 

Lets the target take the next turn 

SPEEDBREAK 

Reduces a target's Speed 

SLOW 

Reduces a target's Speed 

STOP 

Stops time for a target, rendering it unable 10 act 
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MOVING MD JUMPING 


r 


A characters Move and Jump rat¬ 
ings determine his or her move¬ 
ment and jumping talents. Some 
jobs, such as the Ninja, receive 
automatic bonuses to the stats, but 
other jobs can receive a penalty. 


Many items, especially footwear, wifi 
influence your Move and Jump 
Ratings. 




Jumping is very important for maps 
with varying terrain elevations—such 
as mountains and towns, 


There are some places where no unit 
can go, such as lava or a space occu¬ 
pied by an object. 



EXflmPLEs of mouErriEnT 



Assuming that the unit 
has a Jump rating of 3, 
he can leap directly from 
point A to point B. If he 
had a Jump rating o I 2, 
he would have rn walk 
around to the 2h loca¬ 
tion and jump from there 
to point B. 



When our unit with a 
Jump rating of 3 wants 
to get down from the 
four-tiered block, lie 
must jump to the 2h 
location and then walk 
to Point B. If he had a 
Jump Rating of 4 or 
higher, he could leap 
down to B directly. 
Remember that it's easi¬ 
er to jump down than up. 



If the uni t wants to move 
to a location that is at 
the same elevation as his 
current location, jumping 
is not required This is 
imeevenif the unit must 
leap over a panel that is 
blocked by lava, water 
or some other impedi¬ 
ment. 



While n unit with a Jump 
rating of 3 can move 
from A to C with no trou¬ 
ble, no unit can move 
from A toBJt’s not pos¬ 
sible to jump over a 
blocked square to a lyvu! 
higher than your current 

elevation. If all nf this 
seems really complicat¬ 
ed, don't worry—in bat* 
tfe, you can just click on 
your clan members to 
sec how far they can go. 


CHAncinc mcjuE arm jump RUTincs with iteitis 


Some ire me will give you an extra boost on the battlefield, Dash 
Boots, Feather Boots and Fairy Shoes are just a few examples of 
items that influence Move and Jump ratings. Dash Boots 
increase your Move rating, while Feather Boors improve your 
Move rating and also let you stand on water. Move and Jump 
ratings are important, especially for slower characters like Ban- 
gaa. Since most of their A-abiliries require you to be near your 
Target, you 11 often spend the first couple of turns just getting 
within range if you don’t have high marks in both categories. 



FEATHER BOOTS 


If you have Feather Buuts, you can 
walk on water and perform an action. 



FAIRY SHOES 


Fairy &noBS enable Telepnrtamn- 
aiJowing a character to treat every 
square as if it had no elevation. 
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r DIRECTION MB HIT ii'AIE 



After you complete a turn, you will be required to turn your character in one of 
four directions. The direction a character faces directly affects his or her Hit 
Rate — which is the chance of landing a 
successful hit. If you arrack from behind, 
you'll receive a large bonus to your flit rat¬ 
ing. Attacking from the side gives you a 
small bonus, while striking from the front 
gives no bonus at all. The same applies to 
enemies rhar are attacking you. 



STATUS AlLmEtlTS THAT inFLUEIICE HIT RATinC 



STOP 


DARKNESS 


SLEEP 

Sh 


Some status ailments will increase 
or decrease a character s Hit rating. 
Its important to know your Hit 
raring, especially if you want to 
steal something from an enemy. 
The higher the raring, the better 
your chances of swiping the booty* 
Note that tbe examples to the right 
apply to you, too so if you are put 
to sleep, blinded or stopped, watch 
out! 


If you strike an enemy that has been An enemy that is blinded will suffer 
put to sleep, the Hit rating will be 100 penalties to both its Hit and Evade 
percent, stats. 


If you strike an enemy that has been 
stopped, your Hit rating will be 100 
percent. 



You will gain experience every time you perform an 
action successfully be it striking an enemy, healing 
a party member or using an item. To that end, try to 
perform an action on every turn, even if it means casting 
Cura on someone who has full health or raising the 
Defense of someone who doesn't need it. 



6 EXP gained! 


CRITICAL HIT ADD KflOCK BACK 



There are two special conditions that can occur when 
you strike an enemy with a weapon — the Critical Hit 
and the Knock Back* A Critical Hit deals more damage 
than usual, while a Knock Back actually forces an 
enemy backward one square, (If the enemy happens to 
fall from a high place, it will suffer even more damage.) 
Both occurrences happen at random with normal 
attacks, but some A-abilities can cause the conditions 
or simply raise the probabilities of their occurrence. 


The Fighter ability Rush will cause a 
Knock Back every time. 


UlEflPOn RflnGE 



When attacking with a sword, you can hit 
anyone who is at your elevation and within 
one square. You can also reach enemies up to 
two squares above and three squares below* 
(You cannot attack diagonally.) 



60 , 
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R^nCE mu EFFECT AREA 
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When attacking with a spear, you can hit twu 
enemies at your elevation, as long as they are 
in a straight line and standing next to each 
other. You can also srrike enemies up to three 
squares above and four squares below you, 
but you won't be able to get a two-for-one hit* 



Bows can hit enemies from a distance, but 
they are limited by elevation* If youi bow has 
a range of 5, for example, you can hit rhe tar¬ 
get at point A but not the one at point B, 
Since the target at B is one level higher than 
you, it counts as an extra square malting ir 
six squares away and out of range. 



Guns have the longest range of any weapon, 
hut unlike arrows, bullets cant fly over one 
character to hit a different one. In the above 
illustration, the target at point B is blocked, 
which means the unit standing between the 
Gunner and the target will take the damage* 
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FIGHTING WITH ABILITIES 






.v.VfS. 



Abilities are separated into four types; A-abilities, R-abilities, Stabilities 
and C-abilities. They are usually your most powerful attacks, and youT! 
learn them by equipping weapons, armor and (occasionally) other 
items. The more abilities a character knows, the more powerful he or she 
becomes—so learn as many as you can. 

Item is an A-ability that everyone 
knows. If you want to use an item in 
battle, you must select Item as your 
second A-ability. (The Alchemist can 
use items without selecting Item as 
an ability.) 


A-ABILITIES 


R-ABILITIES 

Action abilities are offensive and 
defensive moves, and must he used 
during a turn. Each character can have 
two different A-ability types active 
at a time, One must be for the unit's 
current job, but the other can be from 
any other job the unit has mastered. 

Reaction abilities are always active 
and wilt engage automatically when 
necessary. Catch, for example, lets 
you catch a thrown weapon. If you 
do so, it will not count as an action or 
a turn. 




S-ABILITIES 


C-ABIUTIES 

Support abilities (such as Turbo MP) 
usually add to your offensive and 
defensive power. Others, such as 
Shieldbearer, allow you to do some¬ 
thing that you couldn't do without 
the ability equipped. 

Combo abilities are always learned 
from Mythril weapons and require 
both a second person and Judge 

Points to pull off. Most combos do a 
large amount of damage. 



mflSTERinG ABILITIES RAF1GES AflD EFFECT AREAS 




Most White, Red and Black Magic affects 
both the square that is targeted and a square 
to the north, south, east and west. In the case 
of point A, both targets would he affected. In 
the case of point B. however, the uppermost 
target is too high for the spell to work on him* 



Summon spells cover a very large area and are 
effective up to two squares above and below 
the targeted elevation* The topmost unit at 
point B, however, is unaffected because he is 
too high for the spell to reach. 
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COMBOS MR TOTEMS S 


m ?7 

V 


caniBos 

All Combo Abilities (or C-abilSties) are learned from Mythril 
weapons and are designed ro be used in tandem with other dan 
members on the battlefield. When a single unit uses a combo, it 
results in a decent attack -but if any other clan members know a 
combo and are within range, they can all join in to create a devastat¬ 
ing attack. Its not necessary for everyone to know the same 
combo—a Black Mage can start a combo, then a Juggler and Time 
Mage can join in. The only requirements are C-abiliry knowledge 
and sufficient Judge Points. Only the unit that initiates the combo 
will be charged Judge Points—other units can join free of charge. 



If units flash white when one person The more participants you have, the 
starts a combo, they can join in the more effective the maneuver will be 
attack. 


camBo RdncEs 


COMBO RANGE 


Dragon Combo 

2 

Defend Combo 

1 

Sword Combo 

T 

Monk Combo 

2 

Pray Combo 

4 

Sacred Combo 

T 

Time Combo 

4 

Gold Combo 

2 

Beast Combo 

1 

Morph Combo 

2 

Wise Combo 

2 


Lunge Combo 

1 

Spirit Combo 

3 

Red Combo 

2 

Summon Combo ( 

4 

Killer Combo 

2 

Sniper Combo 

4 

Animal Combo 

1 

Charge Combo 

1 

Gun Combo 

5 

Juggle Combo 

3 

Gadget Combo 

6 


Combat Combo 

1 

Knight Combo 

t 

Fight Combo 

1 

Thief Combo 

2 

Ninja Combo 

2 

White Combo 

4 

Black Combo 

4 

Spell Combo 

4 

Blue Combo 

4 

Bow Combo 

6 

Hunt Combo 

4 


In the example shown to the left, the 
Soldier initiates a Combat Combo. 
The Gunner will join in with a Gun 
Combo (which has a range of five), 
bur the Dragoon cannot join in 
because he is out of range. 



COMBO RANGE 


COMBO RANGE 
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TCJTEmflS 


You will earn Totemas by com¬ 
pleting certain main missions. 

Each Totem a is connected to a 
race, and only someone from that 
race can call it into combat (jobs 
are irrelevant). When a Tolema is 
summoned, it will appear in the ^ 
sky and deal a tremendous 
amount of damage to a]l enemies 
on the field. Totemas cost 10 JP 
to use. 


:— 


Twisted Flow 


TBa 


Deals a massive 
amount of HP damage 
to all enemies 


Pale Company 


Deals a massive 
amount of HP damage 
to all enemies 


Mooqle 


TheTotema's Hit rating is always 100 
percent. Try to save them for the 
hardest battles. 


Viera 


Scouring Time 


Deals a mass we 
amount of MP damage 
toaEI enemies 


RACE 

Human 

MISSION 

Quiet Sands l 

EFFECT 

Deals a massive 

amount of HP damage 
to all enemies 


'wmmmmj 


Nit Mon 



Hot Awakening | 

EFFECT 

Deals a massive 
amount of MP damage 
to all enemies 








































































































































Status ailments and enhancements can sway the battle in your favor or 
give your enemies the edge* All status ailments restrict the targets 
actions and/or movement in some way. Status enhancements raise the 
target s stats or offer special protection (such as Auto-Raise), Some sta¬ 
tus ailments and enhancements last until the end of the battle, while 
others last for only a short period of time. You can cure most status ail¬ 
ments with items or spells. You will be penalized for using status ail¬ 
ments and some enhancements when the law forbids Status (see the 
Law column in the chart below). 



Status ailments and enhancements 
will influence the progress of every 
battle. You can render your enemies 
completely harmless with many sta¬ 
tus ailments such as Darkess and 
Petrification, or boost your allies with 
status enhancements such as 
Defense. 


AIL 

ENI 

MENTSAND 
HANCEMENTS 

EFFECTS 

HOW TO CURE 

LAW? 

m 

Addle 

Disables all A abilities for a short period of time 

Dispel 

Yes 

E 

Advice 

Raises Critical Nit rate for a short period of time 

— 

- 

m 

Astra 

Bestows one-time status affliction protection 

- 

- 

E 

Attack - 

Lowers Weapon Attack until the end of the battle 

- 

Yes 

B 

Attack + 

Raises Weapon Attack until the end of the battle 



m 

Auto Life 

Auto-raises a KO'd unit 

- 

- 


Berserker 

Raises Weapon Attack, but restricts nil attacks to the Fight command 

Esuna 

Yes 

M 

Boost 

Raises Weapon Attack for next Fight command 


— 

n 

Charm 

Turns an enemy into an ally for a short amount of time 

Dispel or damage 

Yes 

- 

Conceal 

Makes the unit invisible for one round of battle 

- 

— 

Bp 

Confuse 

Attacks friends and enemies alike for a short period of time 

Cureall or damage 

Yes 

m 

Cover 

Takes damage for the target for one full round of battle 

— 

— 

£ 

Darkness 

Lowers Hit and Evade rates until the end of the battle 

Eye Drops, Cureall or Esuna 

Yes 

i 

Defense 

Raises Weapon Defense and Magic Resistance for one turn of battle 

— 

Yes 

- 

Defense + 

Raises Weapon Defense until the end of the battle 

- 

— 

- 

Defense - 

Lowers Weapon Defense until the end of battle 

- 

- 

i 

Disable 

Disables A abilities for three full rounds nf bottle 

Bandage or Esuna 

Yes 

m 

Doom 

Knocks out the unit after the counter reaches zero 

Dispel, or hit with the White Staff 

Yes 


Expert Guard 

Nullifies all HP and MP damage for one full round of battle 

- 

— 

- 

Haste 

Increases Speed for a short period of time 

— 

— 

$ 

Immobilize 

Stops movement fnr three full rounds of battle 

Bandage or Esuna 

Yes 


KO 

Knocks out the unit—disables all actions and movement until the unit is revived 

Life, Phoenix Down, Phoenix, etc. 

— 

- 

Magic - 

1 Olivers Magic Power until the end of the battle 

— 

Yes 

- 

Magic + 

Raises Magic Power untii the end of the battle 


— 

r«] 
la rKl 

Petrification 

Disables ail actions and movement by turning the unit into stone until the end of the battle 

Soft, Curuall, Esuria 

Yes 

pi 

Poison 

Inflicts HP damage every round until the end of the battle 

Antidote, Cureall, Esuna 

Yes 

y 

Protect 

Raises Weapon Defense for a short period of time 

- 


y 

Reflect 

Reflects White, Red, Time and Black Magic until the end of the battle 

- 

- 


Regen 

Heals a fitLie HP every round of battle until the end o l the battle 

— 

— 

up 

Shell 

Rubes Magic Resistance for a short period of time 

— 

— 


Silence 

Disables the use of all magic for a short period ot time. 

Echo Screen, Cureall, Esuna 

Yes 


Sleep 

Disables alt action and movement by putting the unit to sleep for a short period of time 

Cureall, Esuna, Damage 

Yes 


Slow 

Decreases Speed for a short period of time 

Dispel 

Yes 


Speed - 

Decreases Speed until the end of die batde 

- 

Yes 

- 

Stop 

Disables all actions and movement for a short amount of time 

Dispel 

— 


Toad 

Turns the unit into a frog and lowers all stats until the end ot the battle 

Maiden Kiss, Cureall, Esuna 

Yes 

m 

Zombification 

Turns The unit into a Zombie until the end of the battle—Zombios oro hurt by healing spells 

Holy Water 

1 Yes 























































































Some of rhe equipment you'll come across in Ivalice is imbued with 
elemental attributes. There are eight elemental attributes that you 
could find attached to items: Dark, Earth, Fire, Holy, Ice, Lightning, 
Water and Wind. Elements add a deep level of strategy to each bat¬ 
tle. Check your equipment by pressing Select to see how an item is 
affected by each elemental attribute. See the chart below for an 
explanation of each abbreviation. You can use elemental attributes 
in battle to give your units the edge, or even heal them. 


ABSB 

The item will absorb the attack and turn the damage into HR 

NULL 

The item will nullify the attack-no damage will be done. 

HALF 

The item will reduce by half the damage done by the attack. 

NORM 

An elemental attack will cause full, normal damage. 

WEAK 

An elemental attack will cause extra damage. 


ENHN 


An elemental attack will be stronger than usual against all enemies. 



Highlight an item and press Select to 
check the item's natural attribute and 
tolerance. Some items will absorb 
attacks of the same element. 


Check natural attributes and resist¬ 
ances of enemies. If you see a V' by 
the hit damage, the spell or ability will 
heat the target, not harm it. 



Determine what elemental attributes Holy magic normally heals its target, 
enemy monsters are, and use the but it causes heavy damage to Dark- 

opposite magic against them. attribute creatures such as Zombies. 


monsTER ELEmEnm attributes 

Most monsters belong to one of six different elemental attributes: 
Dark, Fire, Holy, Ice, Lightning and Water. A monsters attribute is 
decided by its race. A monster s clement is apparent by its color (see 
the chart below). When fighting a monster that has an elemental 
attribute, always attack with the opposite element — the same dement 
as the monster will heal it. For example, if you use Blizzard on an Ice 
Flan, you will heal its HP, but if you use Fire it will do heavy damage. 


LIGHTNING 


HOLY 




DARK 



Your clan wins rewards for each mission you complete. You will 
always get Gil and AP, but you could also win Mission Items, Law 
cards, Antilaw cards and equipment* Many of the rewards are ran¬ 
dom. You will always win the items you see in the mission info at the 
Pub when you contract the mission, but you will sometimes win 
other things in addition to the advertised rewards. Completing mis¬ 
sions is the best way to strengthen your clan with the equipment 
and AP its members need to learn new abilities. The Gil you win 
from completing missions will help fund new mission contracts and 
the purchase of equipment for new units* 




Some times the random item you win 
for completing a mission will be a rare 
or powerful item. Do missions often! 


AP enables your clan members to 
master job abilities. You get the mos t 
AP by freeing areas under attack. 


nEUJ UniT SEEKS mEmBERSHIP! 

You can recruit up to 24 units in your clan (counting Marche). New 
units will occasionally approach you seeking membership after your 
clan completes a mission* New units will not seek membership unless 
you have at least one open spot, so carefully consider which new units 
you accept and decline* Newcomers aren't armed, but sometimes one 
who has learned some abilities or an expert job will approach you. 



New units will seek membership in 
your clan randomly (if you have open¬ 
ings) after you complete missions. 



7 - ;- q 

r )r mm 

(7s _ 


Sometimes a unit who has already 
learned some abilities will ask to join. 
You should recruit those units! 
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Before you take on one of the 300 missions in the game, learn how to 
make the most of the guide. 



MISSION SPECS 


This box shows you mission stats, 
including number, rank and loca¬ 
tion* 

REQUIREmEnTS 

If you need a special item or job to 
try the mission, it will be listed here. 

□BJECTIUE 

You must accomplish specific objec¬ 
tives to win the battle* 

REWARDS 

You '11 get AP, Gil and items after a 
battle* Many items are random, but 
those that aren't are shown here. 


BATTLEFIELD MAP 



RECOMMENDED 
MEMBERS & LAWS 


A mission's recommended laws and 
job types are listed in the gray box* 
You may need to wait a few days or 
use cards to get the laws that you 
want* 


ENEMY UNIT DATA 


Enemies have random names, so iden¬ 
tify them by jobs and abilities. (Infor¬ 
mation on any ally not under your 
control will appear in a green box.) 

EguipmEni 

Hidden items are listed in red—you 


v(j 

CJ 


Red squares indicate enemy locations, 
while blue squares show where you can 
place your troops. The number (such 
as X5) shows how many clan members 
can fight. 


STRATEGIES 


must find the items with a special 
ability before stealing them* 

ABILITIES 

A units abilities appear next to his or 
her equipment list. 


All the charts in the world won t help if you don't 
know how to fight. Check the bottom of the 
page for tips on how to clear the tough battles. 






SUBQUESTS 



MISSION SPECS 

1 Subquests are usually optional, but they’re a good source of items, AP 1 
1 and Gil for your clan. r 

CflnCEL 

□BJECTIUE 

Some Subquests can be canceled. 

You must accomplish specific 

REPEAT 

objectives to win the battle. 

You can play some missions 

REWARDS 

again and again* 

You'll get AP, Gil and items after 

WHEn 

a battle. Many items are ran¬ 

Many Subquests appear only 

dom, but those that aren't are 

during a certain month. 

shown here* 

WHERE 

TimE LimiT 

Not all Subquests appear in pubs. 

Some Subquests must be com¬ 

REQUIREmEnTS 

If you need a special item or job to 
try the mission, it will be listed here* 

pleted within a time limit. 



ENEMY UNIT DATA 


All the data you need about 
your foes is provided, 
including their abilities 
and items. 


STRATEGY & MAP 


The battlefield map (with 
enemy and friendly place¬ 
ments) and a bit of strategy 
will get you started. 
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DISPATCH MISSIONS 



“™ VOU, lMMOfim 



After clearing Mission 005 

Any pub _ 

Tonberry lamp lused), Craft (LvL TQ) 
30 days _ 

4,600 Gil 80 AP, Stradivari 



For each Dispatch mission, you’ll send out one member of your 
party—you don't actually control the unit in a fight or ever sec a bat¬ 
tlefield, Since you don'r see your enemies, theres not a lot of info for 
Dispatch missions, but you 11 find everything that is possible to know 
in boxes like the one to the left. 


Q nr: n- m li ii 
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■ MAIN MISSION 






You must complete the Main Missions in the order 
shown to the right. In between, you can take on Dispatch 
missions and Subquests and also fight random battles 
with rival clans. The right-hand column shows which 
Law Sets are in effect for each group of missions, (See 
page li for a complete list of laws and the penalties for 
breaking them,) 


MISSION NO. 

MISSION TITLE 

PAGE 

— 

Snowball Fight 

— 

— 

Lizard Men!? 

71 


001 

Herb Picking 

72 

002 

Thesis Hunt 

73 

003 

The Cheetahs 

74 

004 

Desert Peril 

75 

005 

Twisted Flow 

76 


006 

Antilaws 

77 

007 

Diamond Rain 

78 

008 

Hot Awakening 

79 


009 

Magic Wood 

80 

010 

Emerald Keep 

81 

011 

Pale Company 

82 


012 

Jagd Hunt 

83 

013 

The Bounty 

84 

014 

Golden Clock 

85 

015 

Scouring Time 

86 

015 

Scouring Time 2 

87 


016 

The Big Find 

88 

017 

Desert Patrol 

89 

018 

Quiet Sands 

90 

018 

Quiet Sands 2 

91 


019 

Materite Now! 

92 

020 

Present Day 

93 

020 

Present Day 2 

94 

021 

Hidden Vein 

95 

022 

To Ainbervale 

96 

023 

Over the Hill 

97 


LAW 
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r MISSION INDEX 
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The following is an alphabetical 
list of all the Subquescs and Dis¬ 
patch missions in the game 
(main missions are not listed). 
Note that some missions, such as 
the Link missions, don't have 
numbers and aren't on the list. 
Such missions don't count 
toward the 300-mission total. 



NO. 

NAME 

PAGE | 

□ 

131 

Ada man Alloy 

135 

□ 

m 

Adaman Order 

~W~ 

D 

245 

Aisenfield 

143 

□ 

?M 

Alba Cave 

145 

n 

192 

Alchemist Boy 

139 

□ 

262 

Amber vale 

144 

0 

297 

Armor & Turtle 

147 

n 

- 

Bangs a Wanted 

150 

□ 

119 

A Barren land 

134 

n 

033 

Battle In Aisen 

106 

□ 

040 

Battle Tourney 

109 

□ 

284 

Beastly Gun. 

146 

□ 

144 

Thu Bell Tolls 

136 

□ 

224 

Better Laving 

141 

□ 

295 

Black Hat 

147 1 

□ 

285 

"Blade & Turtle 

146 

□ 

177 

The Blue Bol r 

m 

□ 

- 

Blue Geniuses 

149 

□ 

197 

BudyCeffyt 

140 

□ 


Book Mess 

142 

0 

ra 

Borzoi. Falling 

120 

□ 

m 

Bread Woes 

142 


127 

Broken Tunes 

13T 

□ 

- 

Brown Rabbits 

149 

□ 

255 

Bugbusters 

144 

□ 

120 

Cadcan Meet 

134 

□ 

074 

Cadoan Watch 

120 

□ 

163 

Cara van Guard 

137 

□ 

095 

Carrol! 

127 

□ 


Castle Sit-In 

134 ' 

n 

112 

A Challenge 

133 

□ 

091 

Challengers? 

126 

□ 

170 

Cheap Laughs 

136 

□ 

200 

Chocobn Help! 

140 

□ 

226 

Chocobo Work 

142 

□ 

LQE 

Cid's Letter 

154 

□ 

090 

Clan Law 

125 

0 

043 

Clan League 

110 

□ 

101 

Clan Roundup 

129 

□ 

¥9 

Clock tower 

136 

□ 

267 

Come On Out 

145 

□ 

18G 

Conundrum 

~1W~ 

□ 

157 

Coo's Break 

137 

□ 

283 

Corral Care 

14b 

□ 

217 

Cotton Guard 

141 

□ 

133 

Crusite Alloy 

135 

□ 

092 

Cursed Bride 

126 

□ 

129 

Danger Pass 

135 

n 

298 

Dark Armor 

147 

□ 

097 

The Dark Blade 

128 

□ 

L02 

Dark Wanderer 

152 

□ 

152 

Dam Kids 

137 

□ 

159 

The Deep Sea 

137 

□ 

254 

Delia Dunes 

144 

□ 

LOO 

Demon Redux 

152 

□ 

064 

Ben of Evil 

117 

□ 

051 

Desert Rose 

112" 

0 

257 

Deli Plains 

144 

a 

164 

Diary Dilemma 

137 

□ 

203 

Dig Dig Dig 

140 

□ 

275 

Dog Days 

145 

□ 

4280 

Don t Look! 

145 

□ 

1 152 

Down to Earth 

136 

0 

1 066 

A Dragon's Aid 

117 

□ 

j 182 

Dry Spell 

138 


si 


■ 

□ 

115 

Dueling Sub 

134 

□ ' 

□80 

Earth Sigil 

122 

□ ' 

139 

Earthy Colors 

135 

□; 

150 

An Education 

136 

□ : 

278 

EJ'ffitmo 

145 

□ : 

243 

Eiuut Sands 

143 

□ 1 

.06 

Expert Hunt 

153 

□ i 

965 

Exploration 

117 

□ 1 

L07 

Ezel's Letter 

154 

□ ; 

288 

Fabled Sword 

146 

n' 

134 

Faceless Dolls 

135 

□ 

135 

Faithful Fairy 

135 

0 

128 

Falcon Flown 

135 

□ 

300 

Fashion Hoopla 

147 

□ 

299 

Fashion World 

147 

□ 

099 

TheFey Blade 

126 

□! 

100 

Fiend Run 

129 

O 

076 

Fire Sigil 

121 

n 

038 

Fir el Fire! 

108 

□ 

093 

Flan Breakout! 

126 

□ 

053 

Flesh a Bones 

113 

0 

238 

Foma Jungle 

142 

□ 

2GB 

Food For Truth 

145 

□ 

239 

For a Flower 

143 

□ 

054 

For a Song 

113 

□ 

136 

For The Lady 

135 

□ 

033 

Foreign Fiend 

123 

0 

034 

Foreign Fiend 

123 

□ 

085 

Foreign Fiend 

124 

□ 

068 

Fowl Thief 

118 

□ 

TO 

FreeBaguba! 

121 

□ 

087 

Free Bervenia! 

124 

□ 

TO 

Free Cadoanl 

120 

□ 

134 

Free Cyril! 

139 

□ 

082 

Free Muscadet! 

123 

□ 

069 

Free Sprohml 

118 

□ 

052 

Friend Trouble 

113 

G 

045 

Frosty Mage 

no 

□ 

172 

Frozen Spring 

138 

□ 

142 

Ghosts of War 

136 

□ 

m 

Girl in Love 

140 

□ 

240 

Giza. Plains 

143 

□ 

145 

Goblin Town 

136 

□ 

114 

Golden Git 

134 

n 

276 

Good Bread 

145 

□ 

253 

Gotor Sands 

144 

0 

116 

GuJuy GhosL 

134 

0 

294 

Gun Crazy 

146 

□ 

296 

Hat for a Girl 

147 

0 

218 

Help Dad 

141 

□ 

279 

Her Big Move 

145 

□ 

098 

The Hero Blade 

128 

□ 

- 

Hero of Vo re A 

155 

□ 

— 

Hero Of YorcB 

156 

0 

061 

Hn Again 

116 

□ 

155 

Honor Lost 

137 

n 

047 

Hot Recipe 

111 

□ 

— 

Human Wanted 

150 

□ 

165 

Hundred-bye 

j 137 

□ 

123 

Hungry Ghost 

134 

□ 

156 

inspiration 

137 

□ 

220 

Into the Wood 

141 

□ 

— 

Jade Dream 

152 

G 

259 

Jaqd Ahh 

144 

O 

261 

JagdDorsa 

144 

□ 

260 

JaqdHelie 

144 

O 

281 

Janitor Duly 

146 

□ 

251 

Jeraw Sands 

143 

□ 

221 

Jerky Days 

141 

□ 

211 

Karl os s Day 

141 

□ 

250 

Kudik Peaks 

143 

G 

! 143 

The Last Day 

136 

0 

1 086 

Last Stand 

124 

Z 

11210 

Life or Death 

14 D 

G 

i 169 

Lifework 

m 

C 

1 140 

Lost Heirloom 

135 

G 

] 161 

Lost in Mist 

137 

C 

] 049 

A Lost Ring 

112 

E 

) 191 

Lucky Charm 

139 

C 

] 187 

Lucky Might 

136 


072 

Lutra Mop-up 

119 

241 

LutiaPass 

143 

167 

Mad Alchemist 

137 

041 

Mafje Tourney 

109 

034 

Magewyrm 

107 1 

216 

Magic Cloth 

141 1 

185 

Magic Mysidia 

139 1 

231 

Magic Vellum 

142 

225 

Meibom Hunt 

142 

228 

Mama's Taste 

142 

158 

The Match 

13/ 

205 

Materite 

140 

208 

Math Is Hard 

140 

207 

Metal Hunt 

140 

196 

Mind Ceffyl 

13S 

293 

"Minstrel Song 

146 

118 

Mirage Tower 

134 

180 

Mirage Town 

138 

067 

Missing Meow 

118 

0G3 

Missing Prof 

116 

130 

Mist Stars 

135 

089 

Moogle Bride 

125 


Moogle Wanted 

150 

I 151 

Morning Woes 

136 

1 - 

My Mission A 

155 

1 - 

My Mission B 

155 

1 

My Mission C 

156 

1 13! 

Mysidia Alloy 

135 

1 103 

Mythri! Rush 

130 

1 249 

Nargai Cave 

143 

1 154 

Neighborl 

136 

] 056 

New Antilaw 

114 

] 222 

New Fields 

Ml 

1 265 

Newbie Hall 

144 

] L04 

Newbie Hunt 

155 

] 173 

No Scents 

138 

) 332 

Novel Ascent 

142 

] S07 

Nu Mou Wanted 

150 

] 242 

The Nubs wood 

143 

] 071 

Nub5wood Base 

119 

] 062 

Oasis Frogs 

116 1 

J 213 

Oh Milese 

141 

1 107 

Old Friends 

131 

] 174 

On the Waves 

138 

J 236 

One Mure Tail 

142 

] 271 

One More Time 

145 

] 263 

Ozmonficld 

144 

] L01 

Pam Le Fey 

157 

] 227 

Party Night 

142 

] 270 

The Performer 

145 

] 124 

Pirates Ahoy 

134 1 

] 103 

Poachers 

131 

] 176 

Powder Worries 

138 

1 057 

Prison Break 

114 

J 04 b 

Prof in Trouble 

111 

] 070 

Raven's Oath 

119 

] L05 

Real Hunt 

153 

] 274 

Reaper Rumors 

145 

] 081 

The Red wings 

122 

□ 1289 

Refurbishing 

146 

J 237 

Relax Time! 

142 

] 106 

Resistance 

131 

J' 111 

Retrieve Mail! 

132 

] no 

Revenge 

132 

] Los 

Ritzs Letter 

154 

] 246 

Rode Volcano 

143 

] 058 

Royal Ruins 

115 

2 219 

Rubber or Real 

141 

3 031 

Ruby Red 

106 1 

] 202 

Ruins Survey 

140 , 

] 112 

Run for Fun 

134 

D 160 

Run with Us 

139 

3 166 

Runaway Bov 

137 

J 048 

SOS 

111 

3 248 

The Sa like wood 

143 

3 035 

Salika Keep 

107 

□ - 

Sauce Recipe A 

156 

□ - 

Sauce Recipe B 

156 

3 179 

Scar face 

138 

□ 146 

Secret Books 

136 



fTTrT; 

204 

Seeking Silver 

140 

137 

Seven Nights 

13b 

096 

Shadow Gian 

127 

158 

Shady Deals 


230 

She's Gone 

142 


Shining Lake A 

155 

— 

Shining Lake B 

156 

195 

Ship Needed 

139 

2:33 

Shiver 

142 

060 

Showdpwnl 

115 

258 

Siena Gorge 

144 

059 

Sketchy Thiel 

115 

214 

Skinning Time 

141 

201 

The Skypole 

14 D 

105 

Smuqqle Rust 

130 

109 

Snow Fairy 

132 

044 

SnowinLutia 

110 

181 

Soldier's Wish 

138 

094 

Sorry, Friend' 

127 

175 

Spirited Boy 

138 

198 

The Spiritstone 

140 

i 272 

Spring Tree 

145 

! 121 

Sprohrn Meet 

134 

1 163 

Stage Fright 

137 

1 050 

Staring Eyes 

112 

1 104 

Stolen Scoop 

130 1 

1 292 

A Stormy Night 

146 

I 290 

Stone Secret 

146 

1 223 

Strange Fires 

141 

1 183 

Swap Meet 

139 

] 178 

Sweet Talk 

138 

] 042 

Swimming Meet 

109 

1277 

Sword Needed 

145 

) !91 

Sword Stuff 

146 

1264 

“Swords In Cyril 

144 

J171 

TLC 

138 

] 133 

Thorny Dreams 

139 

] 212 

To Father 

141 

) 153 

To Medan 

136 

] 032 

Tower Ruins 

106 

] 247 

Travel Aid 

143 

] 256 

Tube la Cave 

144 

1 186 

Tutor Search 

139 

1 036 

Twin Swords 

107 

] 252 

Uladon Bog 

143 

] 244 

Ulei River 

143 

I 282 

Unlucky Star 

146 

] 286 

Valuable Fake 

146 

}- 

Viera Wanted 

150 

] 037 

Village Hunt 

108 

] 266 

Voodoo Doll 

144 

] 039 

The Wanderer 

108 

] 025 

Wanted! 

104 

1 026 

Wanted* 

104 

3 027 

Wanted! 

104 

][028 

Wanted! 

105 

1 029 

Wanted! 

105 

1 030 

Wanted' 

105 

] 113 

Watching You 

134 

] 117 

Water City 

134 

3 078 

Water Sigil 

121 

2 287 

Weaver's War 

146 

] 229 

The Well Maze 

142 

2 055 

While Flowers 

114 

3 - 

White Kupos 

149 

3 273 

Who Am 1? 

145 

3 189 

Why Ami Wet? 

139 

] 215 

Wild River 

141 

3 m 

Wind Sigil 

122 

J 126 

Wine Delivery 

134 

□ 209 

1 The Witness 

HO 

3 147 

Words of Love 

136 

□ 088 

The Worldwyrm 

125 

□ 206 

The Wormhole 

140 

3 160 

A Worthy Eye 

137 

□ 102 

Wyrms Awaken 

129 

□ - 

Mow Powerz 

148 

□ 148 

'You, Immortal' 

1 136 

3 141 

Young Love 

136 























































































































































































































































































































































































\j MISSION —*0| 

L12MD MEN” D 

RANK- 

UlGlllLU liUjiU • * ^cvrii 

REQUIREMENTS 

Clear Snowball Fight. 

OBJECTIVE 

Defeat all enemies! 

REWARDS j 

Sprohm 


yu i -r . j i j jl-j.-j: _t.j 






Vour first fight in the world of lualice 
is a simple engagement against a pair 
of Bangaa. Remember that many 
rewards, especially items, are ran¬ 
dom—we list only the rewards that 
you are assured of getting. 



RECOmmEnDED JOB 

Marche is your only option in this 
battle, Montblanc will help you by 
casting spells, but you won't have any 
control over his actions* If you get in 
trouble, use Marches First Aid skill, 

REcammEnDED im 

The law in this battle prohibits the use of items. Since you don't have any 
items when the battle begins, you don't need to worry about the law* 


JOB 

ABILITY 

Soldier 

First Aid 


B WHITE 
manK 

Level 1 

ABILITIES 

EQUIPMENT 

None 

Leather Garb 



A WARRIOR 

level 1 

ABILITIES 

EQUIPMENT 

First Aid 

Short sword 

Leather Garb 




EQUIPMENT 


Level 


BLACK 

I71AGE 


Rod 

Hempen Rohe 


ATTACK FROm BEHITID 

Marche is a pretty tough cookie for a new arrival. Try to get to the 
front or the side of your enemies before attacking them with your 
sword. You'll have a much better chance of landing a hit and doing 
extra damage if you don't attack head-on. 

Make sure that you check your Hit rating 
and Damage rating before you complete 
an attack. The two stats appear in yel¬ 
low next to your characters picture 
after you have selected a target to 
attack. 


THE JOB FOR yOU 

After the battle Montblanc will join your team, and you'll get to 
begin tinkering with your characters. You can switch jobs right off 
the bat if you want, hut you should probably leave Marche as a Sol¬ 
dier and Montblanc as a Black Mage until they master some skills. 

There's no sense in changing a job unless 
you have equipment that will teach you 
u bill Lies lor another job. 































































































|misskhmoi| 

HL'HII PICKING D 


GIZA PLAINS 

REQUIREMENTS 

Contract the mission then move to Giza Plains, 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

600 Gil, 40 AP, Lutia Pass icon 


Herb Picking, your first contracted mis¬ 
sion, will introduce you to battling 
under the constraints of World Laws. 
Send out a well-balanced group from 
your clan and practice your tactics on 
the monsters. 



REcommEnDED mEmBERS 

Monsters are tough, so dispatch a 
White Mage to heal your units and a 
Warrior and Soldier to do the dam¬ 
age. Disable your enemies with your 
Animist's Sheep Count ability and 
your Archer s Blackout ability. 


LAWS 

Avoid engaging your enemy if the mission is governed by Fight, Swords, 
Knives, Missile or Instruments laws. Any other laws shouldn't pose a problem. 
There are no laws that will really give you an advantage during the mission. 


REcommEnDED 


JOB 

ABILITY 

Animist 

Sheep Count 

Archer 

Blackout 

Soldier 

First Aid 

Thief 

Steal: Gil 

Warrior 

First Aid 

White IVIage 

Cure 



SURPRISE THE SPRITE 

Throughout your many encounters in Ivalice, you 11 run into mon¬ 
sters of varying difficulty. Sprites have low Defense and HP, but 
their Evasion is very high. To take down a Sprite or a Fairy, attack it 
from behind or with missiles. 

In addition to being able to evade physi¬ 
cal attacks very well. Sprites and Fairies 
have a high resistance to all status ail¬ 
ments. Don't waste your time trying to 
put the flying monsters to sleep or poi¬ 
soning them. One or two strong attacks 
from behind them should finish them off. 


SHEEP COlinT THEHl OUT 

Have one of your clans Animists cast Sheep Count on your enemies 
to put them to sleep, then pick them off one by one. When enemies 
are asleep, your chance of landing an attack on them rises since they 
can t evade you. 

Putting your enemies to sleep makes 
them easier to attack, but attacking a 
sleeping enemy wakes it up. Before you 
awaken a sleeping enemy, make sure you 
can take it out before it fights back. 





















































































RAMS 

THESIS HUNT BI 

LUTIA PASS 

REQUIREMENTS 

Contract the mission then move to Lutia Pass. 

OBJECTIVE 

Defeat alt enemies! 

REWARDS ! 

4,000 Gil, 40 AP, 100 CP, Nubswood icon 


It's up to your clan to recouer a 
stolen thesis. The enemies are sta¬ 
tioned around the mountaintop, ready 
for a battle. Wait for your foes to 
climb down from their perches, then 
rush in and take them down. Always 
take out White mages first! 



4 CLAN 
MEMBERS 


RECommEnDED mEmBERS 

Choose at least one White Mage to 
keep your units standing, one Archer 
to blind the enemy and one Soldier 
to deal rhe damage — ‘the rest are up 
to you. Beware Thief Bs Counter 
ability 


LflUJS 

Avoid engaging your enemy under World Laws that forbid any weapon- 
types other than Knives. A law that forbids Knives could be advantageous 
because it would disable the enemy Thieves. 


RECommEnDED 


JOB ABILITY 


Animist 

Sheep Count 

Archer 

Blackout 

Black Mage 

Fire 

Soldier 

First Aid 

Warrior 

First Aid 

White Mage 

Cure 


C SOLDIER 


EQUIPMENT 

Shorts word 

Bronze Shield 

Chain Plate 



A UUHITE HI ACE 

Level 3 


ABILITIES 


Cure 

Protect 

EQUIPMENT 

White Staff 

Silken Robe 



D ARCHER 

Level 2 

EQUIPMENT 

Boost 

Aim: Logs 

Longbow 

Leather Garb 



B JHIEf 

Level 4 

ABILITIES 

EQUIPMENT 

Steal: Gii 
□ Counter 

Kris Knife 


Headband 


Leather Garb 



F SOLDIER 

Level 3 

ABILITIES 

EQUIPMENT 

Powerbreak 

Magicbreak 

Baroog 

Cuirass 



E THIEF 

Level 3 


ABILITIES 


Steal: Gil 

EQUIPMENT 

□ Maintenance 

Jack Knife 

Leather Garb 



LET THE EnEITlIES CDIT 1 E TO WJU 

Many areas of Ivalice are in the mountains and hills, where enemies 
on higher ground will have a tactical advantage* Wait for your ene¬ 
mies to climb to lower elevations, then surround them and attack. 


When enemies climb down from higher 
efactions, they usually don't all come at 
once. As each enemy unit descends, sur¬ 
round \i wild your units; take ynur fnes 
outoneby one. 


1I1D1RECT ATTACKS 

Thieves often have the Counter ability, which enables them to coun¬ 
terattack anyone who strikes them from closeby. Risking a counter¬ 
attack is dangerous. Instead, attack Thieves from a distance with 
magic or arrows* 

Have one of your clan's Archers use his 
or her Blackout ability to blind the 
enemy An enemy that would normally 
counter attack is very unlikely tn land h 
physical blow when blind you can 
attack freely without worry of reper- 
cussion, 




















































































RANKS 

THE CHEETAHS EJ 


NUBSWODD 

REQUIREMENTS 

Contract the mission and move to Nubswood. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

6,000 Gil, 40 AP, 100 CR Eluut Sands icon 


fflarche will encounter Ritz for the 
first time in lualice on the The Chee¬ 
tahs mission-you must battle alongside 
Ritz and her friend Shara to defeat the 
enemies. Ritz's Reflex ability renders 
her inuulnerable to all physical attacks, 
so don't worry about her getting hurt. 



RECommEnDED mEmBERS 

Since you are fighting alongside Ritz 
and Shara during the mission, you can 
dispatch only three clan members. 

Choose units that will best comple¬ 
ment Marche and Ritz in the battle, 
such as Animist. 

REcammEriDED ims 

Ritz uses a Rapier and Shara uses a Bow (a Missile-type weapon), so avoid 
the Fight, Missile, Rapiers and Swords laws. Other laws wont hinder your 
victory too greatly 


JOB 

ABILITY 

Animist 

Sheep Count 

Archer 

Aim:Legs 

Soldier 

First Aid 

White Mage 

Cure 


D BLACK 

Level 5 

mrtGE 

ABILITIES 


Fire 

EQUIPMENT 

Thunder 

Rod 

Blizzard 

Magus Robe 



A FIGHTER 

Level 4 

apii mrc 

EQUIPMENT 

Blitz 

EU Doublehand 

Sun Blade 

Adaman Vest 



B WHITE 

monK 

EQUIPMENT 

Whirlwind 

Air Render 

Sick Knuckles 

Survival Vest 
Gauntlets 

Chakra 

El Counter 


C THIEF 

Level 3 

EQUIPMENT 

Steal: Gil 

Steal: EXP 

Khukuri 

Leather Garh 

Thief Hat 

Steal: JP 

□ Counter 

□ Maintenance 


E ARCHER 

Aim: Arm 

Take Aim 

EQUIPMENT 

Char Bow 

Adaman Vest 

Green Beret 

Blackout 
□ Block Arrows 


~SFEnCER 

(RITZ) 

Level 7 

ABILITIES 

Swarms trike 
Manastrlke 
□ Reflex 

EQUIPMENT 

Mage Masher 

Survival Vest 

Circlet 


1 ARCHER 
(SHARA) 

Level 6 

; ABILITIES 

Boost 

Aim: Legs 

Aim: Arm 
□ Block Arrows 

EQUIPMENT 

Thom Bow 

Chain Plate 

Cachusha 


TAKE OUT THE BLACK IT1AGE FIRST 


STOP THE FIGHTER! 


Ritzs Reflex ability makes her impervious to physical attacks, but 
offensive magic can damage her. The enemy has a Black Mage in its 
ranks* Defeat the Black Mage quickly to prevent Ritz from taking 
damage from his spells. 



The enemy Black Mage will keep his dis¬ 
tance, as any smart mage would Use an 
Animist to cast Sheep Count on the 
Black Mage, then take out the snoozing 
caster. 


Fighters have incredibly high Attack ratings and they are dangerous 
to tangle with in close combat. Have one of your clans Archers use 
their Aim: Legs ability on the enemy Fighter to disable his move¬ 
ment so he can't go after one of your weaker units* 



After you stop the enemy Fighter from 
moving, attack him from a safe distance 
with magic and missiles. Its the safest 
way to deal with enemy units who have 
a st r ong Wea p on A t tae k. 



n/Wm 
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Vour dan will uenture into the arid 
Eluut Sands in Desert Peril. The boss, 
a Cream, is the only enemy you really 
need to worry about, he has uery high 
Weapon Defense and his Thunder magic 
is powerful. 



RECOmmEPDED mEITlBERS 


You'll need a he fry Attack rating to 
defeat the Cream Its Weapon Defense 
is very strong, so dispatch one of your 
clans Black Mages to ensure victor)'; 
Your other units should balance 
attack, healing and defense* 

REcammEnoED ims 


JOB 

ABILITY 

Animist 

Sheep Count 

Archer 

Blackout 

Black Mage 

Fire 

Dragoon 

Jump 

Fighter 

Beatdown 

White Mage 

Shell 


All of the Creams moves are Thunder-based, so entering the mission with a 
World Law that forbids Thunder will completely disable it. 



D AHTUOn 

Level 5 

ABILITIES 

EQUIPMENT 

lvuuci icaa 

Sandstorm 

None 



DEFEAT THE CREAK! UJITH 1T1AG1C! 

The Cream has a formidable Weapon Defense, hut its Magic Resis¬ 
tance is quire low* Use one of your clans Black Mages to wear down 
the Cream with powerful offensive magic you'll end up the victor 
with little effort! 

The Cream is a Thurider-u 11ribute 
monster, so it wiff absorbThunder-type 
magic. Jf you use Thunder magic, ft wfii 
heal the Cream instead of hurt it. Instead 
of Thunder, use your Black, Mage's Fire- 
and Ice-magic spells. 


BEATDOUin AFTER SLEEP 

The Fighter ability Beatdown delivers a high-damage, low-accuracy 
attack. If you couple Beatdown with a sleeping spell, such as Sheep 
Count, Beatdown's accuracy will rise to 100%, It's a sureiire way 10 
knock out most enemies with one hit! 

Anmnists learn the incredibly useful 
Sheep Count spell by equipping the Glass 
Bell Get one of your clan's Animists to 
learn Sheep Cnunt as early as possible 
Not only does it put enemies to sleep, 
rendering them helpless, hut it's a great 
indirect way to boost the accuracy of 
physical attacks. 











































































MISSION 005 


RANK % 

REQUIREMENTS 

OBJECTIVE 

REWARDS 


TWISTED FLOW 



Contract the mission then move to Uiei River. 


Defeat the boss! _ 

8,000 Gil, 30 AP, CP 100, Cadoan icon 


Twisted Flow is your dan's first 
encounter with one of luaiice's crystal 
guardians, the Totema. Famfrit is the 
ITIoogle Totema and one of the easiest 
to defeat. Focus your attacks on Fam¬ 
frit; you'll destroy the first crystal in 
no time. 



5 CLAN 
MEMBERS 


RECommEnDED numBERS 

Send out a well-balanced group of 
clan members to face Famfnt and its 
guards. Most importantly, bring a 
White Mage with the Life spell to res¬ 
urrect any fallen clan members and an 
Animist to lull your enemies to sleep. 

RECommEnDED LfHUS 

Avoid entering the battle with Famfnt when the World Laws forbid Fight, 
Swords, Knives, Missile or Instruments. Any other laws won't hinder your 
success as greatly. 


JOB 

ABILITY 

Animist 

Sheep Count 

Black Mage 

Blizzara 

Dragoon 

Jump 

Fighter 

Beat down 

Red Mage 

Sleep 

White Mage 

Life 


a TOTErrm 
(FflmFRIT) 

Breath of God 

Light speed 

EQUIPMENT 

None 

Presence 

Demi 

Slow 

□ Counter 

0 Weapon Atk+ 


E FLOrtTEYE leve ' 6 

ABILITIES 

EQUIPMENT 

uevii uaze 

0 Weapon Def+ I 

None 




THE ROULETTE OF D00IT1 

One Ahriman guard has a spell called Roulette. If Roulette lands on 
one of your characters, it will instantly knock him or her out. The 
best solution is to take out the creature immediately so it doesn't 
have a chance to cast the spell. 

Defeat the Ahriman with the Roulette 
ability early in the battle by using units 
that have high Attack power, such as a 
Fighter or a Black Mage, Use your White 
Mage to cast Life on any units who are 
KO'd. 


mESmERIZE THE mrtSSES 

If you defeat Famfrit, you'll automatically win the battle, regardless 
of how many enemies are still standing. Use an Animist to cast 
Sheep Count on as many of the enemies as you can, then focus your 
attacks on Famfrit for a quick victory. 

Taking out Famfrit is the quickest and 
easiest way to end the battle, but you 
won't gain a lot of Experience Points for 
attacking a single character. If you're 
concerned about leveling up your clan 
members, attack the guards first, and 
eliminate the Totema as a last step. 
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REQUIREMENTS 

OBJECTIVE 

REWARDS 


After you meet Ezel Berbier in Cadoan, enter Cadoan 
once more, 

Defeat ail enemies! _ 

9,000 Gil, 40 AP, 100 CR Aisenfield icon 



After ITlarche meets Ezel Berbier in 
Cadoan for the second time, you'll need 
to help the fugitive escape from the 
royal guards who haue come to arrest 
him. If you succeed, he'll teach you 
about Antilaw and Law cards. He'll also 
tell you about his secret card shop. 



4 CLAN 
MEMBERS 


RECommEnDED mEmBERs 

It s crucial that you keep Ezel safe. Dis¬ 
patch a Paladin or Defender to guard 
him and an Archer to cast Aim: Arm. 

If Ezel is captured, you will lose the 
battle* Defend him at all costs! 


RECommEnDED LAWS 

Avoid entering the battle when laws that forbid Aim and Chivalry are in 
effect — they will disable your Paladin and Archer* You'll need your Paladin to 
protect Ezel and your Archer to east Aim: Arm on enemies to keep them from 
hurting him* Laws that forbid Phantasm magic or Katanas are favorable* 


JOB ABILITY 


Archer 

Aim: Arm 

Black Mage 

Blizzara 

Defender 

Defense 

Paladin 

Defense 

White Mage 

Life 


C FIGHTER 

Level S 


ABILITIES 

EQUIPMENT 

WildSwtng 

Ait Render 

Atmos Blade 


Brigandine 

Feather Bouts 



E ILLUSIOniSI 

Level 6 

ABILITIES 

EQUIPMENT 

Prominence 

fempest 

Thunder Rod 

Silken Rohe 

Magic Ring 

Free zeb link 


D DEFENDER 

Tremor 

Drop Weapon 

EQUIPMENT 

Predator 

Iron Armor 

Item 


A GLADIATOR 

Level 7 


ABILITIES 


Rush 

EQUIPMENT 

Bolt Sword 

Air Blade 

□ Doublehand 

Brigandine 



f mnjrt 

Level 7 

ABILITIES 

EQUIPMENT 

Throw 

Water Veil 

Ninja Knife 

Mu rasa me 

Ninja Gear 

0 Double Sword 


E HUnTER 

Level 8 

ABILITIES 

EQUIPMENT 

Sonic Boom 

Aim: Vitals 

Hunt Bow 

Hunting 

Wygar 

Green Beret 



QHERmETIC 

(EZEL) 

Level 10 | 

ABILITIES 

Azoth 

□ Block Arrows 

j EQUIPMENT 

Druid Mace 

Gaia Gear 

Black Hat 


sflnDmfln ezel 

Ezel Berbier uses a powerful spell called Azoth that has a chance of 
mesmerizing all units in the area* Observe which enemy units are 
asleep after Ezel casts Azoth; focus first on any that are still 
awake and those that you can knock out with one blow. 


HdRlTlFUL ULusions 

Illusionists can use their Phantasm Skill to cast powerful spells that 
have a chance of inflicting elemental damage on all enemy units in 
the area. The enemy Illusionist: will wreak havoc on your units if 
given die chance, so take him out quickly or drain his Magic Points* 



After Ezel casts Azoth, carefully 
choose which enemy units to attack. 
Don't attack any sleeping units unless 
yon can knock thorn out before they get 
a chance to move or attack again. 



7 T— 




Use Magic Break, Rasp or any other MR 
draining skills to reduce the enemy 
Illusionist's MR Phantasm Skill spells 
require n high amount of MR so If you 
drain an illusionist's MR you can render 
the foe completely powerless. 
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DIAMOND flAIN Q 

AISENHELD 

REQUIREMENTS | 

Contract the mission then move to Aisenfield. 

OBJECTIVE K 

Defeat ail enemies! 

REWARDS j 

10,600 Gil, 40 AP, 100 CP, Roda Volcano icon 


Strong monsters with powerful ele¬ 
mental attacks are your foes during 
the Diamond Rain mission. You'll need 
to use your knowledge of elemental 
magic strengths and weaknesses to 
win the battle. 



5 CLAN 
MEMBERS 


RECommEnDED mEmBERS 

The Icedrakes and Ice Flan have high 
Weapon Defense but low Magic Resis¬ 
tance. Dispatch a Black Mage and a 
Summoner (if you have one) to take 
care of the icy fiends. Also use an 
Archer with the Blackout ability. 


LAWS 

The only World Law you'll really want to avoid in Diamond Rain is the one 
that forbids the Archer s Aim ability. You can make do with any other law 
constraints* 


RECommEnDED 


JOB ABILITY 


Archer 

Blackout 

Black Mage 

Thundara 

Dragoon 

Jump 

Fighter 

Air Render 

Summoner 

Ramuh 

White Mage 

Esuna 


A 1CEDRAKE 

Level 9 

ABILITIES 

EQUIPMENT 

IVTtghty Guard 
□ Counter 

None 



E LftmiA 

Level 9 

ABILITIES 

K-i - _ 

1 Ua.^l Qian 



B ICE FLAI1 

Level S 


ABILITIES 


Acid 

EQUIPMENT 

Blizzara 

None 




O ICEDRAKE 

[f r ' ■■ 

Level 8 

ABILITY 

EQUIPMENT 

Ice Breath 

None 





BREATH THAT FREEZES 

One of the Icedrakes has a mighty Ice Breath attack that can hit 
multiple units at once over an area three spaces wide. Avoid bunch- 
ing up your units, or your entire group will suffer heavy damage 
from one Ice Breath attack. 

When you disperse your units across 
the battlefield, be careful not to leave 
your weaker units without any protec¬ 
tion. If you leave them vulnerable, the 
monsters will eat them for lunch! 


ZAP ICE WITH THUTIDER 


The Ice Flan will absorb any Ice damage it is dealt and heal itself. 
Use Thunder spells and abilities to cause the most damage against 
Ice-based enemies. The Bomb is resistant to Fire and weak to Ice— 
use Ice spells on it to douse its flame. 


A Summoned Ramuh spell and a Black 
Mages Thundara are some of the 
strongest Thunder spells around Use 
them to destroy any Ice-based foes you 
encounter in one or two hits. 


TOTT 
































































RANKS 

MOT ftWMTNlNG 

m — 7 \— 

MM 

REQUIREMENTS 

Contract the mission then move to Roda Volcano, 

OBJECTIVE 

Destroy aii targets! 

REWARDS 

11,400 Gil, 80 AP, 100 CP, Koringwood icon 



The battle in Rada Uolcano against the 
Ultima Crystals looks much easier 
than it is. Smash all eight af the crys¬ 
tals to destroy the main one. Hot 
Awakening is a great mission to level 
up louier-leuel units since they risk 
damage only from charmed units. 



RECOmmEODED mElTIBERS 

The Ultima Crystals can't attack, so 
it's safe to bring in some of your 
clan's lower-level units to get them 
some experience. Select units with 
ranged abilities, such as a Dragoon 
with Jump or a Black Mage, 

RECOmmEnDED LAWS 

The Ultima Crystals cast Logos, a charm spell, so we strongly recommend 
that you engage them when the World Law forbids Charm—’you'll be able 
to disable them completely. Or, you could ignore the law and use a Torema 
to finish the battle in one round for an easy win. 


JOB ABILITY 


Black Mage 

Fira 

Dragoon 

Jump 

Fighter 

Air Render 

Summoner 

Ramuh 


O rtUWR 

Level 11 

(uiTimrt crystal) 

ABILITY 


Logos 

EQUIPMENT 


None 



C flUATflR 

(ULTIIIIfl CHVSMU 

Level TO 

ABILITY 

EQUIPMENT 

None 

u 


A flUflTrtR 

(ULjimfl crystal) 

Level 10 

ABILITY 

EQUIPMENT 

Logos 

None 



B AUrtTflR 

Level 9 

CULTIITlrt CRYSTAL) 

ABILITY 

EQUIPMENT 

Logos 


H tiUflTtiR 

Level TO 

(ULTirflrt CRYSTAL) 

ABILITY 


Logos 

EQUIPMENT 

None 



E flUflTfH? 

(ULTimfl CRV5TDL) 

Level 10 

ABILITY 

EQUIPMENT 

None 



F flUfITflR 

(ULTITTlrt CRYSTAL) 

Laval 9 

ABILITY 


Logos 

EQUIPMENT 

None 



G flUflTflR 

luirmifi crystal) 

Level 11 

ABILITY 


Logos 

EQUIPMENT 

None 



CHECK THE WORLD LAW 

Make sure the law forbids Charm before you enter Roda Volcano for 
the Hot Awakening mission, or you'll face a long and frustrating 
battle. When a unit becomes charmed, it will hurt ally units and aid 
enemy units with support magic if able. 


LEVEL UP YOUR UPIITB 

Since the Ultima Crystals can cast only Charm, and cant attack on 
their own, dispatch some of your dans lower-level units to reap 
some easy experience. Its best to choose units that have some sort 
of ranged attack, such as Archers, Black Mages and Summoners. 





Check the law on the world map by 
pressing the L Button, ff the World Law 
is not one you want, walk around the 
map until the law you want comes up. If 
you enter Hot Awakening without dis¬ 
abling Charm, bring a White Mage with 
Esuna (but not Life) to cure charmed 
units. 



Attacking the Ultima Crystals is simple 
since they are stationary Use your 
clans lower level-units to destroy the 
crystals, thereby boosting their experi¬ 
ence. You can cast magic reflective 
spells on your units (such as a White 
Mage's Shell spell) if you don't disable 
charm before the battle, 




















































































RANK 3 

MAGIC WOOD O 

K0RINGW00D 

REQUIREMENTS 

Contract the mission and move to Koringwood. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

1 12 r 600 Gil, 40 AR100 CP, Salikawood icon 


In the Hlagic LUood mission, the odds 
are stacked against your clan: There 
are seven enemies to your fiue units. 
Your instinct may be to destroy the 
enemies as quickly as possible, but 
take the time to steal their armor 
first-you won't regret it! 



4 CLAN 
MEMBERS 


REcommEnDED mEiriBERS 


Your enemies have some great equip- 
ment to steal, so send out a capable 
Thief with the Steal: Armor ability. 
Dispatch a unit or two that have 
learned the passive Maintenance abil¬ 
ity to protect yourself from Thieves, 


JOB 

ABILITY 

Animist 

Sheep Count 

Fighter 

Far Fist 

Summoner 

Ramuh 

Thief 

Steal: Armor 

White Mage 

Cura 


REcommEnDED LAWS 

Avoid entering the battle when the World Law forbids the Steal ability, or 
you’ll have to pass up some great equipment, jump in when the World Law 
forbids Missile-—the law will disable the enemy Sniper and Archer. 


A THIEF 

level 9 

EQUIPMENT 

Steal: Armor 

Steal: Access. 

Zoriin Shape 

Judo Uniform 

Thief Hat 

Steal: Gil 

Steal: EXP 

Item 

□ Counter 


d TimE mflCE 

Level 9 

ABILITIES 

EQUIPMENT 

Force Rod 

Gaia Gear 

Quarter 


C THIEF 

Steal; Shield 

Steal: Helm 

EQUIPMENT 

Scramasax 

Power Sash 

Headband 

Steal: EXP 

Steal: JP 


b summoriER 

Level 10 

ABILITIES 

ppmjrj 

EQUIPMENT 

Judge Staff 

Flurry Robe 

Scarab 

Shiva 

□ HaifMP 


E ARCHER 

Level ID 

ABILITIES 


Aim; Legs 

Take Aim 

EQUIPMENT 

Thorn Bow 

Survival Vest 

Faster 

Blackout 

0 Block Arrows 


F SniPER 

Level 11 


ABILITIES 


Doubieshot 

EQUIPMENT 

B e so Toxico 

Fey Bow 

Aim: Armor 

Minerva Plate 

□ Return Fire 


G BLACK 

Level 11 

mflGE 

ABILITIES 


Fira 

EQUIPMENT 

Thundara 

Thunder Bod 

Blizzara 

Blaze Robe 



STEAL ARmOR OFF THEIR BACKS 

The enemies have some nice armor that your clan could really ben¬ 
efit from. Now if you could only convince them to hand it over qui¬ 
etly—not likely! Use one of your clans Thieves with the Steal: 
Armor ability to pilfer some new duds from your foes. 


SAUE FOUR EOUIPITlEnT! 

Beware of enemy Thieves—’they can steal your clan members’ 
equipment just as you can steal the enemies'! When you know that 
you 11 be facing enemy Thieves, bring clan members who have the 
Maintenance ability—a passive skill that blocks the Steal ability. 



Steal, like all abilities, is more likely to be 
successful if performed while an enemy 
has its back toward the Thief or is 
asleep. 





Some jobs (Thieves and Alchemists) can 
learn the Maintenance ability from the 
Adaman Vest. Teach the skill early on to 
as many dan members as you can to 
protect your group from Thieves, 


mm nnrT-rTTi'rTrTnnf'LUJTi m rri mn t r rTrrrTT-m~ni i lii i inrrr 













































































RANKS 

mm keep iJ 

SAUKAWOOD 

REQUIREMENTS 

i Contract the mission then move to Salikawood, 

OBJECTIVE 

Defeat the bossl 

REWARDS 

13,600 Gil, 40 AP, 100 Cp Nargai Cave icon 



I J 1 I !.il 


mM 


Babus and a small army of royal 
guards engage your tlan in Emerald 
Keep. If you defeat Babus, the battle 
will be ouer. Take your time and steal 
any equipment you can-the royal 
armory knows how to equip its guards 
with the finest lualite has to offer. 



REcammEnDED mEmBERS 

Dispatch two dan Thieves—one with 
the Steal: Armor ability and one with 
the Steal: Helm ability for the most 
efficient results. After you steal all the 
equipment you want, use a Summoner 
or Dragoon to defeat Babus. 


RECommEnDED lrujs 

Avoid engaging Babus and his group when the World Laws forbid the Steal 
ability or Color Magic. If Color Magic is forbidden, you will have a very dif¬ 
ficult time healing your units. 


JOB ABILITY 


Animist 

Sheep Count 

Thief 

Steal; Armor 

Thief 

Steal: Helm 

Time Mage 

Haste 

Summoner 

Kirin 

White Monk 

Air Render 


B flLCHEmiST 

Level 10 


ABILITIES 


Flare 

EQUIPMENT 

Poison 

Mandragora 

Chain Plate 

lead 


A TEmPLflR 

Level 10 


Astra 

Warcry 

EQUIPMENT 

Partisan 

Opal Helm 

Gold Armor 

Cheer 

0 Weapon Atk+ 


D RU11ESEEKER 
(BABUS) 

EQUIPMENT 

Explode 

Stillness 

Lotus Mace 

Aegis Shield 

Mirage Vest 

Quarter 
□ Counter 


C BISHOP 

Level S 


ABILITIES 


Cura 

EQUIPMENT 

Dispel 

Cure Staff 

Water 

White Robe 



f cunnER 

Level 10 

ABILITIES 

EQUIPMENT 

Bo Its hot 

Confushot 

Chaos Rifle 

Survival Vest 

Green Beret 

Slapshot 
□ Concentrate 


E TEtTlPLriR 

Level 11 

ABILITIES 

EQUIPMENT 

Rasp 

Cheer 

Lohengrin 

Haste 

Diamond Helm 

0 B on ec rusher 

Diamond Armor 



PILFER IBORE EQUlPmErrr 

Have one of your clans Animists cast Sheep Count on the enemy 

units to disable them. While the enemies are asleep, sneak up with 
your Thieves and steal their equipment. Sleeping enemies are much 
easier to attack and steal from. 


dash jump 

SalIkawoods terrain is very uneven, which makes it difficult to 

traverse. Before you enter the area, equip your dan members with 
items that will raise their Move and Jump rating, such as Dash 
Boots and Spike Boots. 



Antmists can cast Sheep Count to put 
multiple units to sleep, but they aren't 

your only option. Red Mages con also 
learn Sleep, and Morphcro equipped with 
a Lamb Soul can cast Night. 



If your units hove high Move and Jump 

ratings, they will be able to move about 

tho SaJikawoocf battlefield much easier 

Lhuii your oppuMLiilSt can, RhTepjh yirci 
enyayu thu enemy, luuk at your equip¬ 
ment to see which uf your accessorise 

will raise vour Move anri Jump ratings. 


I m 1 I ■ I m.T-TTTTTrTT- M J \fTl ~FTl 
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PEE COMPANY 


NAHGAI CAVE 


REQUIREMENTS 

OBJECTIVE 

REWARDS 


Contract the mission then move to Nargai Cave. 


Defeat the boss! 


15,000 Gil, 80 AP, 100 CP, Baguba Port icon 


four dan's encounter with the third 
Totema, Adremmalech, takes place in 
llargai Caue. Adremmalech is guarded 
by three Dragons, each of which rep- 
resentd an element. Disable the drag¬ 
ons with two Archers, then defeat the 
Totema to win the battle. 



SOLAN 

MEMBERS 


REcommEnDED memBERS 

Disabling the three Dragons that 
guard Adremmalech is the key to win* 
ning. Dispatch two Archers—one 
with the Blackout ability to blind the 
Dragons, and one with Aim: Arm to 
disable their physical attacks. 


LAUIS 

Avoid engaging Adremmalech and its guardian Dragons when the World 
Law forbids the Aim ability, or your Archers won't be able to disable the 
Dragons. There are no laws you could add that would really make the battle 
any easier. 


REcommEnDED 


JOB 

ABILITY 

Animist 

Sheep Count 

Archer 

Aim: Arm 

Archer 

Blackout 

Fighter 

Air Render 

White Mage 

Life 

White Monk 

Air Render 


B FlREWVRm 

Fire Breath 

0 Weapon Atk+ 

EQUIPMENT 

None 



A TOTEfTlfl 

WDREmiTMLECH) 

EQUIPMENT 

Lightspeed 

Fire st re am 

None 

Howl of Rage 

Soul Sphere 

0 Weapon Atk+ 


D 1CEDRAKE 

Level 13 


ABILITIES 


Mighty Guard 

EQUIPMENT 

Ice Breath 

None 

H Counter 


C THUnDRflKE 

Level 13 

ABILITIES 



EQUIPMENT 

tiuii Dream 

0 Geo mar cy 

None 




DISABLE THE DRACOnS 

Adremmalechs guardian Dragons will cast Bolt Breath, Fire Breath 
and Ice Breath on your units if you don't disable them quickly. Put 
the Dragons to sleep, or use Archers to blind them and nullify their 
physical arracks with the Aim abilities. 


cuncinc up! 

After you cripple the Dragons, surround Adremmalech and use your 
units' Combo abilities to knock your foe out in a few rounds. When 
you defeat Adremmalech, the crystal will be destroyed—you will win 
rhe battle regardless of how many Dragons remain. 



Black gut 


Dragons have some natural resistance 
to status ailments. Use two or three 
units to focus on disabling the Dragons 
at the beginning of the battle. 



Combo attack power correlates 
directly to how many JP the unit has 
remaining. A character who has 10 JP 
(the maximum) will have the most 
powerful Combo. 


if r’r r T'n Jr B nim=Q=I - L j ::ivr rr.irn'm mi r h i rnr 


































































RA WO 

JAGD HUNT 


REQUIREMENTS 

Meet Nono in Baguba Port then go to Jagd Dorsa. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

16,000 Gil, 40 AR100 CP, Kudik Peaks icon 



Jagd Hunt is your clan's first engage¬ 
ment in a Jagd. Jagds are areas in lual- 
ice where there is no law. Ilona 
(ITlontblane's little brother) has an air¬ 
ship that suffered a hit and run-the 
perpetrators escaped into Jagd Dorsa. 
make the enemies pay far the damage. 



RECommEnDED mEmBERS 

Form a well-balanced group, bur 
make sure you have at least one 
White Mage with the Life spdl to 
raise any fallen clan members. If you 
do not revive a unit before the battle 
ends, you will lose the unit forever. 

RECommEnDED UUUS 

World Laws are not in effect In any Jagd. You can't use any Law or Ann law 
cards in Jagds either* 


JOB 

ABILITY 

Animist 

Sheep Count 

Archer 

Aim: Arm 

Fighter 

Air Render 

Red Mage 

Sleep 

Thief 

Steal: Armor 

White Mage 

Life 


A BLUE mflCE 

Level 13 

ABILITIES 

EQUIPMENT 

Mighty Guard 

Night 

Harpa 

llastehreak 

Mirage Vest 

White Wind 

Fortune Ring 

item 


□ immunity 


c mnjfl 

EQUIPMENT 

Level 14 

ABILITIES 

Kikuichimonji 

Water Veil 

Pet a (chaser 

0 Double Sword 

Dark Gear 


Gsi iji Armlets 



B HUTITER 

EQUIPMENT 

Sonic Boom 

Advice 

Fey Bow 

Judo Uniform 

Thief Hat 

Aim: Vi Luis 
□ Auto-Regen 


d Assassin 

Level 14 


Shadow hind 

Lost Breath 

EQUIPMENT 

PeLaldiaser 

Wygar 

Aphonia 

Oblivion 
□ Return Fire 


F TOUGHSKin 

Level 12 

ABILITIES 

EQUIPMENT 

Resonate 

Matra Magic 

None 



e flriTuan 

EQUIPMENT 

LV3 Def-less 
Sandstorm 

None 

□ Weapon Dof+ 


REU1UE THE FflLLEn 

Engaging the enemy in an area where all laws are null has benefits and 
drawbacks. If one of your clan members falls in battle, make sure you 
revive him or her with a Phoenix Down or Life spell before die battle 
ends* With no laws, there are no judges to ensure your safety. 


STEAL FRCJm THE ASSASSIIT 

The enemy Assassin has a nice set of Wygar armor that would look 
great on a few of your clan members. Use a clan Thief with the Steak 
Armor ability lo relieve her of the armor. Remember to steal from 
behind her or while she is asleep* 



Watch each of your unit's HP carefully, 
focus on taking out tho hardest-hitting 
enemies first, such os the Assessin and 
the Mrnja, so you run less risk of your 
units being knocked out. Make sure a l 
least one of your units can use items. 



Wygar taken! 


Assassins have a high Evade rating. Put 

tho enemy Assassin to sleep to steal 
her armor before you knock her uutHl 
will come in handy for your clan* 



nnnrrnrnrm 
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RANK 3 

THE BOUNTY D 

RANDOM 

REQUIREMENTS 

Contract the mission and meet the target on the world 
map. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

17,200 Gil, 40 AP, 100 CP, Jeraw Sands Icon 


The palace has grown concerned about 
your clan and placed a bounty on 
ITlarche's head. Once you accept this 
mission, you must meet and engage 
with a wandering clan on the world 
map to trigger the battle. 



RECOmmERDED RlEmBERS 

The enemy dan has a number of nice 
items for you to steal, so bring some¬ 
one to put your foes to sleep and 
someone to swipe the gear. You'll also 
want a White Mage with Esuna on 
the mission. 


REcommEnDED ims 

Laws that ban Time Magic will be helpful. The enemy Paladin will revive his 
fallen dan members, so if you don't want to deal with that you can ban 
either Color Magic or Holy. Doing so will render you unable to heal your 
own party, however. 


JOB ABILITY 


Animist 

Sheep Count 

Assassin 

Last Breath 

Dragoon 

Jump 

Fighter 

Backdraft 

Thief 

Steal: Armor 

White Mage 

Esuna 


A PALADin 

EQUIPMENT 

■ Drop Weapon 

1 Saint Cross 

Vigilante 

1 Cura 

Gold Armor 

■ Life 

Spiked Boots 

1 


B SflCE 

p- .... r 

EQUIPMENT 

Level It 

ABILITIES 

Druid Mace 

Bio 

Flame Shield 

EReflex 

Gaia Gear 

0 Shieldbearer 


C BLACK 
mrtCE 

EQUIPMENT 

Level 14 

ABILITIES 

i’ 

Force Rod 

Mistle Robe 

Blizzaga 
[3 Return Magic 


D RED ITlflCE 

EQUIPMENT 

Level 13 

ABILITIES 

DjinnFlyssa 

Blizzard 

Rubber Suit 

Cure 

Scarab 

Poison 


Item 


13 Catch 


E FIGHTER 

Level 14 

ABILITIES 

EQUIPMENT 

Wild S wing 

Atmos Blade 
Brigandine 

Bracers 

Air Blast 
□ Strikeback 


f TimE mrtGE 

Level 14 


ABILITIES 

EQUIPMENT 

Quicken 

Reflect 

Force Rod 

Survival Vest 

Stop 

Quarter 


TAKE IT TO Him 

The enemy clans Black Mage has mastered Return Magic, which 
means that any spells used against him will be reflected back to the 
user. Get dose and finish him off with your Dragoon or Fighter to 
avoid a nasty surprise. 


LAY THE LEADER LOU) 

The nominal leader of the bounty hunters is the Paladin, and he 
should be your top priority. The Paladin knows both Cura and Life, 
and if you don't eliminate him he'll run around the battlefield heal¬ 
ing his teammates. 




It s not really a good idea to attack 
magic users with magic. Even if they 
don't know Return Magic, their Magic 
Resistance stat is usually through the 
roof—rendering your magic attacks next 
to useless. 


Surround the Paladin and take him out 
with whatever means necessary, If you 
drought along an Assassin, have her run 
to the Paladin and attack with Last 
Breath, You might get lucky and take him 
out In one fell blow. 

























































GOLDEN CLOCK* 



JERAVY SANDS 


REQUIREMENTS 

OBJECTIVE 

REWARDS 


Contract the mission and go to Jeraw Sands on the world 
map. 


Defeat all enemies! 


18,000 Gil, 40 AR 100 CR Muscadet Icon 


> i: -r i 1 n t r ir 


1 


B 


Someone has been making cheap knock¬ 
offs of expensive timepieces-it ends 
here! There are only four enemies in 
Golden Clock, but they're all high-level 
characters that can set you on your 
ear. They don't have much in the may 
of Weapon Defense, however. 



REcommEnDED mEmBERs 

The Gadgeteer foe has Damage > MP, 
so you should take him out with your 
Assassin. Have the Alchemist cast 
Astra on the group when the battle 
begins, and make sure someone 
knows White Mage spells. 

REcommEnDED ims 

Any laws that ban stat us-altering attacks will he helpful as they will prevent 
the Alchemist from using Poison and Toad. Banning Time Magic will ren¬ 
der the enemy Time Mage nearly useless, so ny to make sure the law' is in 
effect. 


JOB ABILITY 


Alchemist 

Astra 

Assassin 

Rockseal 

Dragoon 

Jump 

Fighter 

Far Fist 



B CflODETEER 

Level 15 

Ann i tips 

SB 

EQUIPMENT 

Red Spring 

Blue Screw 

Sick Knuckles 

Green Gear 

Power Sash 

□ Damages MR 

Gauntlets 



IHELEmEnmisT LevB ! i a 1 

(RITZ} 

ABILITIES 

Fire Whip 

White Flame 

Evil Ga?e 

Hhmuy Dust 
□ Absorb MP 

EQUIPMENT 

DiabnSigue 
■ Mirage Vest 

Cachusha 


BsniPER 

(SHARA) 

Level IB 

ABILITIES 

Death Sickle 

Doom Archer 

Aim. Weapon 

0 Auto Regen 

1 EQUIPMENT 

Master Bow 

Ninja Gear 

Star Armlrrt 


D JUGGLER 

Level 14 

ABILITIES 

EQUIPMENT 

Kard 

Chain Plate 

Dash Boots 

Ball 

□ Catch 


C HLCHEmiST 

• 

Level 16 

ABILITIES 

EQUIPMENT 

ivieieui 

Pnisnn 

Marnintj Star 

Chain Plata 

Scarab 

Toad 

□ Immunity 


WITH A LEVEL VELL 

Ritz and Shara will join you for the battle, hut they wont be under 
your control The two ladles are very strong, and can usually wipe 
out the four enemies without help. Tf you feel like watching, cast 
healing spells ro gain EP while they clean up the baddies. 



It can be hard to get your licks in during 
die battle, but it afso means you'll prob¬ 
ably survive unscathed Ritz and Shara 
each have a very nice accessory hut 
don t try to steal them—you can't take 
things from allies. 


i ii i ’ i \ mm mm t1 i a n ■ ti—[jrr~rT n i u non u m 


FIRE in THE SKV 

The crafty enemy Alchemist knows Meteor, so you'll need to take 
him out as early as possible. The ability calls dozens of meteors 
down from the sky, and can decimate an unprepared dimm no nmt\ 
Don't let it happen 10 you. 



The poor Alchemist is defenseless 
against your powerful wnapons. Use a 
Hy! her or a Dragoon to knock him 
unconscious in no time 


nmiii-i imm — MEl ■ i ncrn.1 
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RANK 3 

SCOIMG TIME El 

MUSCADET 

REQUIREMENTS 

Talk to Ezel in any pub then enter the town of Muscadet, 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

19,600 Gil, 80 AP, 100 CP, Uladon Bog icon 


fls soon as you talk to Ezel and enter 
the toum of Hluscadet, you'll be 
thrust into a massiue battle. Scouring 
Time is a two-part affair-and the sec¬ 
ond half is for Hlarche only-so con¬ 
sider your plan of attack carefully. 
Saue your game before the mission! 



REcommEnDED mEmBERs 

You must bring Marche and Mont- 
blanc along, so you can include only 
four other members. The Templars 
are wearing awesome armor, so defi¬ 
nitely bring a Thief or two. 


REcommEnDED LAWS 

Choose your laws with the second half of the mission in mind. Don't ban 
Holy, Color Magic or Steal at any cost. A good law combination is Saber and 
Time Magic—you can easily avoid bringing both into the fight, and you'll 
still have a number of strategic options. 


JOB ABILITY 


Fighter 

Air Render 

Thief 

Steal: Armor 

Thief 

Steal: Armor 

Sage 

Bio 

Summoner 

Kirin 


B TEmPLflR 

Level 16 

ABILITIES 

EQUIPMENT 

Warcry 

Rasp 

Dragon Whisker 

Genji Armor 

Gauntlets 



d moo 
kniGHT 

Level 15 

ABILITIES 


Meg Lance 

EQUIPMENT 

Meg Shield 

1 Atmos Blade 

1 Round Shield 

1 Platemail 

Meg Aid 


c GunnER 

Level 16 

ABILITIES 

EQUIPMENT 

1 II CiM IU L 

Boftshot 

Riot Gun 

Chain Plate 

Bracers 

Iceshot 

Blindshot 1 


A TEITIPLrtR 

Level 17 

ABILITIES 

EQUIPMENT 

u a 

m Haste 

Trident 

1 Lifebreak 

Dragon Mail 

■ □Bonecnrsher 

Gauntlets 

EL 


E SAGE 

Level 15 

ABILITIES 

EQUIPMENT 

Drain 

Aero 

Energy Mace 

Bio 

Opal Shield 


Judo Uniform 



g prtLUDin 

Level 17 


ABILITIES 

EQUIPMENT 

Drop Weapon 

Saint Cross 

Ragnarok 

CarabiniMail 

Cross Helm 

Holy Blade 

-- - 


f mac 

Level 16 

KniGHT 

ABILITIES 

EQUIPMENT 

Mog Attack 

Moq Guard 

Shadow Blade 

Mog Rush 

Opal Helm 


CarabiniMail 



□nE TO THE nEXT 

The first part of Scouring Time leads directly to the second—where 
Marche must fight alone. Make sure that the laws are to your liking 
and that Marche is ready for the solo battle, (Read up on the battle 
on the next page before making any decisions.) 


TO CATCH A THIEF 

The two enemy Templars are equipped with Genji Armor and 
Dragon Mail, respectively. Genji Armor is extremely rare, and the 
Dragon Mail isn't bad either—steal them both before the battle 
ends. 



The Item ability will be very handy in the 
next fight, but you might also consider 
Steal The enemy in the next stage has a 
rare robe that you can swipe. Marche is 
probably best off as a Fighter, but 
Paladin and Ninja jobs are also good 
choices. 



This isn't the greatest time to be steal¬ 
ing armor—the fight is tough enough- 
butt he Genji Armor is more than worth 
it. If you can put the fighters to sleep 
first, you'll reduce the chances of a 
failed steal attempt. 



TTT I I. Ml 11.1 II I I I Ml I nr 111 irn riij'TJT ■ I Hi" III il I 1 II M I II 




















































































RANK 3 

SCOURING TIME l 


REQUIREMENTS 

— 

OBJECTIVE 

Destroy all targets! 

REWARDS 

— 



The second half of Scouring Time takes 
place after ITlarche has been arrested 
and taken to the royal palace. The 
mission is a mano-a-mano battle 
against Babus, followed by a lot of 
Exodus Fruit smashing. 




REcammEnDED mEmBERS 


Bab us will drain Marches HP in no 
Lime, so you may want the Item abil 
iry equipped. If you re feeling lucky, 
give Marche Steal: Armor and try to 
rake Babus's Lordly Robe™which 
teaches Absorb MR 


JOB 

ABILITY 

Fighter 

Air Render 


A RUflESEEKER 

Level 21 

(BABUS) 

ABILITIES 

P: i|Bl| 

Explode 

EQUIPMENT 

Stillness 

Lotus Mace 

Demi 

Lordly Robe 

□ Counter 


□ Weapon Def+ 


REcammEnDED laws 

Whatever laws were in effect for the first part of the mission will remain in 
effect during the second leg, there a rent any laws that effectively counter 
Babus r magic, so avoid laws that hinder your strategy, such as Items, Holy 
and Steal. 


None 


HEAL THVSELF 

Babus knows Demi, which will drain halt of your HP in a single 
turn. If you have Item as your second A-ability, you can heal the 
damage by using Hi Po Lions or X-Porions* Normal potions aren’t 
powerful enough ro do the joh. 

Healing yourself is important, but it's 
easy to get bogged down In a battle 
where Babus attacks, Marche heals and 
the cycle repeats. If you have an Anyel 
Ring available, egiiip Marche with it 
before the first battle. That way, if 
Babus Takes him out, ho will come back 
to life with half of his HP 


DlSTflnT RELrtTIOnS 

Babus also knows Counter, and his return strike can sap 50 HP 
from Marche in a single blow. Try to keep your distance when 
attacking the mage — Air Render will be particularly helpful, 
although it doesn’t do as much damage as a lull-on assault. 

Unce Babus is weakened—or if he miss¬ 
es with some of his magic and you have u 
large HP advantage—feellree Lo charge 
in and finish the job. After Babus Is 
unconscious, run ami inti the room and 
take out the Ultima Fri »ts with your 
sword, 


JJZ 
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RANK 3 

THE BIG FIND 

JL 

REQUIREMENTS 

Contract the mission and head for Uladon Bog. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

20,400 Gil, 40 AP, 100 CP, Gotor Sands icon 


If you'ue been running around stealing 
items willy-nilly from other hapless 
clans, it's time for some payback. The 
Big Find features not one, but TUID 
Thieues that spend their time running 
amok and taking your hard-earned 
equipment. 



REcommEnDED mEmBERS 

Air Render is a great ability to use in 
the battle, as it crosses long distances 
and lets you attack people at high ele¬ 
vations. Try to bring a good combina¬ 
tion of magic and weapon users. 


You want the Steal law to be in effect. The enemies have decent gear, but 
nothing that's worth losing your equipment over Try to avoid having Jump 
and Techniques in effect, as you won't be able to use many of your long¬ 
distance attacks otherwise. 


REcommEnDED lruis 


JOB ABILITY 


Bishop 

Air Render 

Dragoon 

Jump 

Fighter 

Air Render 

Summoner 

Kirin 

Time Mage 

Quicken 

White Mage 

Life 


D BISHOP 

Level IB 

EQUIPMENT 

Barrier 

Judge 

Garnet Staff 

Water 

Black Robe 

Aero 

Wizard Hat 

Break 


0 Half MR 


B FIGHTER 

Level 19 

ABILITIES 



Wild Swing 
Beatdown 

EQUIPMENT 

Ogun Blade 

Chain Plate 

Spiked Boots 

Blitz 

Item 

03 Strike back 


A FIGHTER 

EQUIPMENT 

Level 18 

ABILITIES 

Kwigon Blade 

Leather Garb 
Headband 

Far Fist 

Backdraft 

03 Bon ecr usher 


C BISHOP 

Level 17 

ABILITIES 

EQUIPMENT 

urn a 

Dispel 

Cure Staff 

Survival Vest 

Feather Boots 

Holy 

0 Return Magic 


E THIEF 

Level 17 


ABILITIES 

EQUIPMENT 

Steal: Weapon 

Steal: EXP 

Sword Breaker 

Steal: JP 

□ark Gear 

Steal: Ability 

Thief Armlets 

0 Maintenance 


F THIEF 

Level 19 

ABILITIES 

EQUIPMENT 

.hi riiur 

Steal: Shield 

Rondel] Dagger 

Wygar 

Germines 

Steal: Access 

Steal: Weapon 

13 Counter 


fl THIEF Ill THE DflV 

The Big Find is the first battle where you have to worry about multiple 
Thieves, and if you don't take precautions, you're apt to be horribly 
disappointed. The easiest way to avoid the loss of a treasured item is 
to make stealing illegal. 


DOITT CATCH IT OW THE REBOUTID 

Attack the weapon users with magic and vice versa. Be careful whom 
you choose to attack with what, as many of the enemies have abili¬ 
ties such as Strike back and Return Magic, which will throw your 
attack right back at you. 



^ n 


If yDu choose not to outlaw Steal, make 
sure that anyone who knows 
Maintenance sets it as an Stability—it 
will prevent equipment from being 
snatched. 



The enemy units start the battle pretty 
close together, so its a good fight in 
which to unleash a Surmmoner. If you're 
going to attack the Bishop that knows 
Return Magic, try wearing armor that 
neutralizes one type of magic, then 
summon the beast of that type, 
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RANKS ] 

DESEfiT PlTfiOL 11 

GOTOR SANDS 

REQUIREMENTS 

Contract the mission and move to Gotor Sands. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

21,400 Gil, 40 AR100 CP, Delia Dunes icon 


four brother, Doned, finally shows his 
face in Desert Patrol-and he's sold 
you out to the highest bidder! If you 
want to get to the bottom of the sib¬ 
ling rivalry, you'll haue to take out a 
huge fighting force bent on your 
destruction. 



RECOmmERDED ITlEmBERS 

You're outnumbered in the mission, 
but not outgunned* Bring along 
party members who have mastered 
attacks that spread over a wide area 
or KG a foe in one shot. 


RECOmmERDED LAWS 

If Comer is forbidden, you won't be able to KO enemies with your Assassin. 
You'll probably need to heal as well, so make sure that Holy and Color M agic 
are on the up and-up. 


JOB ABILITY 


Assassin 

Rockseal 

Black Mage 

Thuridaga 

Fighter 

Far Fist 

Summoner 

Ifrit 

White Mage 

Cura 






D DRrtCOOn 


Lancet 
Fire Breath 
□nit Breath 
Bangsa Cry 


EQUIPMENT 


Dragon Whisker 
Druyun Mail 
Diamond Helm 


Tremor 
Drop Weapon 
Mow Dnwn 
Item 


Wyyar 

Bracers 


Speed break 
Mug 


Venus Blade 

Bjigandine 

Gauntlets 


!ce Swnrrl 
QStrikcback 


F BISHOP 

EQUIPMENT 

Laval IS 

ABILITIES 

Spring Stall 

Flurry Robe 

Wizard Hat 

WaLei 

Break 

Item 

Q| Return Magic 


G WHITE 

morns 

Whirlwind 

Air Kundcr 

EQUIPMENT 

fiorihand 

Ninja Gear 

FarthRandar 

htir Fiyl 

□ Counter 


E SOLDIER 

Level T8 


ABILITIES 


Pnwerhreak 

EQUIPMENT 

Mind break. 

llardedge 

Mugicbreak 

Mirror Mail 

Provoka 

Flame Shield 

□ Monkey Umjj 


GdnGiriG up is Ertsv td do 

The enemy clan has a Bishop and a Defender among its ranks* Make 
them your first targets, or they will heal their injured comrades with 
magic and items* The Bishop is wearing a Flurry Robe, so doni 
attack with Tee magic or you'll heal him. 


GROUJDED HOUSE 

The best way lu take out enemies during the mission is by targeting 
them with abilities that deal damage to an area. Your Fighter s Far 
I' 1 st ability fits the bill, as dues any attack from your Black Mage or 
Summoner. 



The Defender is a tough nut tn crack, hut 
keep pounding away until he falls. A good 
tactic is l o surround him with multiple 
units so he can't f Ion and heal I limstil I. 



Most of the enemy units are weak 
against magic, so stack your party with 
magic users and hit them where it hurts. 
Ynu'll he in for a long light If you try to 
match steel with steel 
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RANK 3 (j 

U1ET sms 11 

DELIA DUNES 

REQUIREMENTS | 

ontract the mission for 4,500 Gil and head to Delia 
unes. 

OBJECTIVE £ 

efeat the boss! 

REWARDS f| 

2,600 Gil, 80 AP, 100 CR Materiwood icon 


The Quiet Sands mission is one of the 
few that has turn parts— plan ahead 
for back-to-back battles. Your dan 
must face a mysterious young man, 
Llednar, and his guards. Steal u*hat 
you can and suruiue a few rounds of 
battle against the inuincible foe to win. 



RECommEriDED mEmBERS 

Pick the Item ability for Marche 
before you enter Delia Dunes for the 
m Iss io n. D i s p arch two Th ieves — o ne 
with Steal: Armor and one with Steal: 

Helm — to lift some rare and useful 
pieces of equipment from your foes. 

RECommEriDED laws 

The World Laws during the first part of Quiet Sands don't matter as much 
as they do for the second part. Avoid entering the first battle when the Holy 
Items or Techniques laws are in place. 


JOB ABILITY 


Juggler 

Ring 

Paladin 

Defense 

Red Mage 

Sleep 

Thief 

Steal: Armor 

Thief 

Steal: Helm 

Time Mage 

Quicken 


d THanm 

level 19 

ABILITIES 

EQUIPMENT 

Angel Whisper 
LV?DHc!y 

Hone 



B TEITlPLrtR 

Level 20 

ABILITIES 

EQUIPMENT 

■ Astra 

1 Wurcrv 

Lohengrin 

~| Rasp 

Opal Armor 

1 Haste 

Cross Helm 

1 □ Bonecrusher 


A BISKmrtTflR 
(LLEDriARJ 

Level 23 

ABILITIES 

EQUIPMENT 

Abyss 

Life Render 

SaveTheQueen 
Maximil lien 
BangaaHelm 

Caligula 

Rtpcircle 

Furycircle 


C TEITlPLflR 

level 21 

ABILITIES 

EQUIPMENT 

Silence 

Soul Sphere 

Kains Lance 

Dragon Marl 

Diamond Helm 

Haste 

Lifebreak 
□ Weapon At k+ 


E TITflniA 

A nget Whisper 

LV?D Holy 

EQUIPMENT 

None 



LLEDnflR DISREGARDS THE LAW 

At the beginning of the battle, Judgemaster Cid will forbid Llednar 
from using his Omega ability because it risks breaking the crystal 
nearby. After a few rounds of battle, Llednar will disregard Cids 
law—Judgemaster Cid will throw Llednar in prison. 

Your foes r especially Llednar, have some 
very nice equipment. You have only a few 
rounds of battle before the end, so steal 
what armor and helms you can before 
time runs out! 


UJHflT THE HEY? 

The Titania have a bizarre ability called LV?D Holy If the day of the 
month shares a digit with the experience level of any unit, the char¬ 
acter will suffer Holy damage when the spell is cast. If you want to 
avoid it, do some quick math before the fight. 

LV?D Holy is a holy-attribute spell. Equip 
any members you dispatch with Holy¬ 
absorbing Armor or Shields to protect 
them from taking heavy damage from 
the spell. 


































































RANK 3 Q 

lilET SANDS l 

REQUIREMENTS ^ 


OBJECTIVE || 

efeat the boss! 

REWARDS ff 

- 





After Ularche and the dan battle 
Lldenar, Judgemaster Cid takes ITlarche 
to see the final Totema (the Human 
one), fflateus. You must battle ITlateus 
and its Uampire guardians alone. Watch 
ITlarche's health-if he faints, you'll 
lose the battle. 



5 CLAN 
MEMBERS 


REcammEnoED mEmBERS 

Select the Item ability for Marche so 
that he can heal himself during the 
battle. Dispatch at least two White 
Mages—one with Life and another 
with Cura or Curaga to aid your units 
and to harm the Vampires, 


RECommEnDED ims 

The World Laws that were in effect during the first part of Quiet Sands will 
also apply to Quiet Sands 2. If Holy and Techniques are forbidden, the bat¬ 
tle will be much tougher. Remember that Holy spells will do a great deal of 
damage to Dark-attribute monsters, such as Vampires. 


JOB ABILITY 


Dragoon 

BangaaCry 

Fighter 

Far Fist 

Fighter 

Far Fist 

Time Mage 

Quicken 

White Mage 

Cura 

White Mage 

Life 



Spellbind 
Breath of God 
Star Cross 
Thundaga 
0Weapon Atk+ 


Level 24 


A TCJTEITlfl 
(IT1A7EUS) 


B UfllTlPIRE 

ay/: &£* 

Level 21 

ABILITIES 

EQUIPMENT 

Miasma 

Zombify 

None 

OJ Plonk Arrows 





FOCUS ALL ATTACKS On IT1ATEUS 

The Vampires are undead creatures who can rise from rhe grave. 
Three rounds after you knock them out, they will reanimate and join 
the battle again. Locus all your attacks on Mateus—H you knock mu 
the Totema, you'll end the battle, 

Mateus, the Human Tmanna, has over 
4 DO HP and good defense. Assault 
Mateus with units that have high Attack 
ratings, such as Fighters and Dr agoons, 
to do the most damage. 


USE HDLV'-ATTRIBUTE ATTACKS 

The enemy Vampires are weak to all Holy spells since their attrib¬ 
ute is Dark. When you cast Cure, Cura, Curaga or Life on a Dark- 
iu tribute monster, it deals heavy damage instead of healing nr 
reviving the foe. 

Position hurt units around the Vampires 
so that when you cast Cura on the 
Vampire ta hui L it, yuuheal your units in 

the process. You'll get two benefits 
from the spell for the price of onef 













































































RANKS 

MATEfllTE MOW! U 

MATERIWOOD 

REQUIREMENTS 

Contract the mission and travel to Materiwood. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

23,400 Gil, 40 AP, 100 CP, Bervenia Palace icon 


marche must find some ITlaterite so 
Plano can create a gift for Present Da>. 
Bandits haue been tipped off about 
materiwood and plan to steal ITlaterite 
from any who enter. All the enemies 
are Uiera, who haue exceptionally high 
Hloue and Euade ratings. 



REcommEriDED mEiriBERS 

What better way to take care of a 
band of robbers than to rob them 
blind? Dispatch two clan Thieves — 
one with the Steak Weapon ability 
and one with Steal: Helm—to snap 
up the rare items your foes carry. 


LflUJS 

Disable the enemy's Assassin and Summoner by engaging them under the 
World Laws that forbid the Corner and Summon abilities. If you plan on 
stealing your foes' nice equipment, don't fight them when the World Laws 
forbid the use of Steal abilities. 


RECommEnDED 


JOB 

ABILITY 

Dragoon 

BangaaCry 

Fighter 

Far Fist 

Red Mage 

Sleep 

Thief 

Steal: Helm 

Thief 

Steal: Weapon 

White Mage 

Cura 


D RED fflflGE 

Level 18 

ABILITIES 

EQUIPMENT 

Fire 

Thunder 

MdcIli 

Sleep 

BrintSei 

Poison 

Gold Hairpin 

Doublecast 


□ Magic Pow+ 


B UJHITE mrtCE 

Level 28 


ABILITIES 


Curaga 

EQUIPMENT 

Esuna 

Pure Staff 

Full-Life 

Mirage Vest 

Shell 


a summanER 

Level 21 


ABILITIES 


1 frit 

Ramuh 

EQUIPMENT 

Cheer Staff 

Thunder Robe 

Magic Ring 

Carbuncle 

Madeen 
□ Half MR 


c ELEmEnmisT 

Level 23 

ABILITIES 


Shining Air 

Evil Gaze 

EQUIPMENT 

Joveuse 

Rubber Suit 

Ribbon 

Heavy Dust 

Sliprain 
□ Absorb MR 


E SniPER 

Level 21 ■ 

f assassin 

Level 23 


ABILITIES If 


ABILITIES 

Doom Archer 

Aim: Armor 

„ , , , 

EQUIPMENT 

EQUIPMENT 

bndQO wbmd 

Last Breath 

Nike Bow 

Aim: Weapon 

Masamune 

Ague 

Bone Plate 

Aim: Wallet 

Ninja Gear 

Oblivion 

Red Boots 

□ Auto-Regen 

Genji Armlets 

□ Return Fire 


RIBBOn L mrtDU thieues 

Sometimes the only way to get your hands on rare items is to steal 
them. Your enemies in Materiwood have two such items that your 
dan could really use. The Red Mage has a Madu, and the Blemen- 
talist has a Ribbon. Use your Thieves to steal the mo items. 

The Madu will allow any Red Mage to 
learn the Doublecast ability. The Ribbon 
is special headgear that protects the 
wearer from all status effects. 


SET VOUR own LAWS 

If there is at least one empty Law slot open, you can use Law cards to 
disable more enemies, such as the Summoner, Assassin or Sniper. The 
enemy Assassins Last Breath ability has a chance of instantly knock¬ 
ing out a unit, and the Summoner will do heavy damage to your clan. 

Use your Law cards to disable enemies 
during battle. If you use a Law card that 
forbids Missile, you will disable the 
enemy Sniper. A Law card that forbids 
Counter will stop the enemy Assassin 
short. 
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RANKS 

PRESENT DAV D 

BERVENIA PALACE 

REQUIREMENTS 

Travel to Bervenia Palace. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

25,000 Gil, 80 AP, 100 CP, Tubola Cave 


1 T ll 11 I 1 I 



3EM 


fl concerned citizen tipped the guards 
off about ITiarche's presence in Berue- 
nia Palace. The guards haue ITlarche 
and the clan cornered->iou haue no 
choice but to fight if you hope to meet 
with ITleujt. Beware of the powerful 
Alchemist and his Death spell. 



REComEriDED mEmBERS 


Some of the enemies you face in 
Bervenia Palace have rare weapons. 
Use a Soldiers Sensor ability or a Mog 
Knights Mog Peek ability to find hid¬ 
den weapons, then use a clan Thief 
with the Steal: Weapon ability. 

REComEriDED LfHJUS 


JOB 

ABILITY 

Juggler 

Ring 

Red Mage 

Sleep 

Soldier 

Sensor 

Thief 

Steal: Weapon 

White Mage 

Life 


Avoid entering Bervenia Palace when the World Laws Forbid the use of the 
Steal abilities or srarus ailments. You will want to steal your enemies' 
weapons and put the strong guards to sleep. 


A ALCHEmiST 

Level 21 

ABILITIES 

EQUIPMENT 

Dealt! 

Flare 

Life Crosier 

Poison 

Guiu Gear 

Toad 

F aathor 

□ Magic Powt 

Scorpion Tail 



B GLADIATOR 

Level 23 


ABILITIES 

EQUIPMENT 

Wild Swing 

Fire Sword 

Uijim Blade 

Bull Sword 

Brigaiuliiie 

Ice Sword 

Gauntlets 

□ Strike back 


c moG 
KITIGHT 

Level 22 

ABILITIES 

EQUIPMENT 

H Mog Attack 

1 Mog Lance 

Pom 1 Blade 

f Mon Rush 

PI a to mail 

1 Meg Shield 

Gross Helm 

1 Moy Aid 

Materia Blade 

_ 


D GLADIATOR 

Level 22 

ABILITIES 

EQUIPMENT 

Hush 

Buy Idown 

Menus Blade 
Brigandina 

Bracers 

Blitz 

QStrikeback 


E TEITiPWR 

Level 24 


Astra 

Watery 

EQUIPMENT 

Lionheart 

Platomail 

Upul Helm 

Hasp 

Haste 

□Bonyor usher 


muRCHE musT cominuE alqite 

You will nor be allowed to save In between ihe Present Day and Pre¬ 
sent Day 2 missions. Marche will have to face Llednar alone in Pre¬ 
sent Day 2, so prepare him with the right equipment and abilities 
(such as Item) beforehand. 

If you havR an Angel Rii ig r equip Mur die 
with it. If fie gets knocked our in Present 
Day 2 r the Angel Ring will instantly 
revive him. bash Boots are also a good 
accessory choice for the battle ahead. 


DETECT firm STEAL! 

There are two ways to find hidden weapons. Either use an ability 
such as a Fighters Sensor or a Mog Knights Mog Peek, or simply 
use a Thief to steal the weapon the enemy is holding, then wait for 
the enemy to equip its hidden item. 

The Mog Knight and the Alchemist arc 
carrying two rare weapons, Lhe Materia 
Glade and the Scorpion Tail. Both 
weapons are must-haves for your clan. 
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MESENT MV 1 E3 

BEFEVEN1A PALACE 

REQUIREMENTS 


OBJECTIVE 

Survive! 

REWARDS 

— 


filarche must face Llednar one-an-one 
in the Bervenia Palace throne roam, You 
haue no hope of harming the mysteri¬ 
ous and powerful Llednar, so you must 
stall until Judgemaster Cid arrives to 
help you. Pour only objectiue is to sur¬ 
vive as you await Cid. 




RECOmmEnDED LAWS 

There are no World Laws during the Present Day 2 mission. Therefore, you 
cant use any Law or Anti law cards. 


A BISKIMTflR 
(LLEDnrtR) 

Level 26 

ABILITIES 

EQUIPMENT 

SavaTheQueen 
Maximil lian 

Bang aa Helm 

Caligula 

Ripcircle 

Furycircle 

13 Counter 


REcommEnDED mEmBERs 

If Marche hasn't learned any Thief 
abilities yet, now is a great time to 
start! Have Marche use the Thief 
Steal: Weapon ability to disarm Lied 
nan Also give Marche the ability 
use items for the battle. 


JOB 

ABILITY 

Thief 

Steal: Weapon 


DISRRIT 1 LLEDflRR 


X-POTIOnS to THE RESCUE 


The powerful combination of Llednar s mighty blade, SaveThe- 
Queen, and his Omega ability is unmatched. If you steal Llednar s 
weapon, you will decrease his attack power substantially. Disarm 
your foe, or plan on keeping your distance. 


If Llednar strikes Marche, he will be hurt pretty badly. X-Potions are 
the most effective healing items you can use in the mission since the 
only objective is to stay alive until Judgemaster Cid arrives. 



SaveTheQueen taken! 


Llednar's signature ability Omega, Is a 
high-power attack that strikes anyone 
near him. Keep your distance from 
Llednar so he won't be able to use 
Omega on you. 



If Marche becomes injured as he tries to 
stall Llednar, back away from the foe 
and heal with an X-Potmn to restore a 
significant amount of health. Don't try 
to stand toe-to-toe with Llednar for any 
rea s on, Yo u c a n't harm hi m. 
































































RANK 3 

D 

£3 

REQUIREMENTS 

Contract the mission and head to Tubola Cave. 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

I 26,200 Gil, 40 AP, 100 CP, Deti Plains icon 



fls you search for a natural flsterite 
uein, your clan mill be jumped by ene¬ 
mies who don't take kindly to your 
presence in the area. You'll be sur¬ 
rounded on all sides with no other 
option than to fight! Uihat could they 
be hiding? 



RECommEnoED itieitibers 

Marche has high Attack power and 
Weapon Defense, so he is an ideal 
candidate for jobs such as Fighter and 
Paladin. Change Marche into a 
Fighter and dispatch a White Mage 
with Esuna to cure status ailments. 


RECommEnoED Laws 

Avoid entering Tubola Cave for the Hidden Vein mission when the Sum¬ 
moning, Color Magic, Holy or Items World Laws are in place. You'll need 
your Summoner (or an Illusionist) to cast spells that will harm all enemies, 
and your White Mage to cure status ailments. 


JOB ABILITY 


Dragoon 

Bangaa Cry 

Fighter 

Far Fist 

Gunner 

Stopshot 

Summoner 

Ramuh 

Thief 

Steal: Weapon 

White Mage 

Esuna 


A WHITE 
moriK 

EQUIPMENT 

Earth Render 

Far Fist 

b finimisT 

EQUIPMENT 

Sheep Count 

Tail Wag 

Survivor 

Chakra 

Black Quena 

Friend 

Judo Uniform 

Revive 

Survival Vest 

0 Block Arrows 

Feather Boots 

0 Counter 

Thief Hat 



F iuccleh 

Level 24 

ABILITIES 

EQUIPMENT 

Hurl 

Firebomb 

Qrichalcum 

Bone Plate 

Bagger 

Smile 
□ Catch 


E SAC E 

Level 26 


ABILITIES 


Drain 

EQUIPMENT 

Giga Flare 

Scorpion Tail 

Bio 

Survival Vest 

□ Reflex 


C BLUE mflGE 

Twister 

Bad Breath 

EQUIPMENT 

Harpe 

Mirage Vest 

Feather Cap 

Roulette 

White Wind 

0 Damage > MP 
□ Immunity 


d mac 

KniGHT 

EQUIPMENT 

Mog Guard 

Mog Rush 

Paraiba Blade 

Power Sash 

Iron Helm 

Mog Shield 

Mog Peek 

Mog Aid 
□ Last Haste 


STOP ETlEmiES in THEIR TRACKS 

Enemies that inflict status ailments can cause all sorts of problems 
for your units. Before enemies such as the Sage and Blue Mage can 
hinder your units, knock them out of action! Powerful long-range 
attacks are the best for picking off pesky enemies. 


Aim FOR THE CROWD 

Use one of your clans Summoners to cast powerful area-effect spells 
that damage many enemies at once. Summon spells are especially 
useful for situations in which you are surrounded by powerful ene¬ 
mies and you need to take out as many as possible. 



The Gunner ability, Stopshot, is one of 
the most useful skills for disabling ene¬ 
mies quickly and from a distance, ft 
causes damage and stops the enemy in 
its tracks for a few rounds of battle. 



Summoners and Illusionists have the 
ability to hit many or all of the enemies 
with one powerful spell. Summon and 
Phantasm spells eat up a large amount 
of MR so use them sparingly. 















































































MISSION 022 


BANK 3 


TO MBEtlVlLE 



REQUIREMENTS 

OBJECTIVE 

REWARDS 


Move to Deti Plains after you receive Judgemaster Cid's 
message. 

Defeat all enemies! 

27,000 Gil, 40 AP, 100 CP, Siena Gorge icon 


After receiving an urgent message from 
Judgemaster Cid, fTlarche and the clan 
head to Deti Plains to meet him. 

Instead, they are greeted by a group of 
savage monsters! Deti Plains has a nar¬ 
row layout-guard in the front and 
cast area-effect spells from the rear. 



REcammEnDED mEmsERS 

Dispatch a Summoner with Ifrit and a 
Black Mage with Thundaga or Bliz- 
zaga to do wide-range damage- Guard 
the weaker units with a Paladin and a 
Defender. Toss in a White Mage with 
Protect for added defense. 


REcartimmDED laws 

Avoid engaging the monsters in Deti Plains when the law forbids Summon 
Magic, Color Magic or DmgzS Animal—you'll have a hard time damaging the 
powerful foes. If you enter Deti Plains when the Status law is active, the mon¬ 
sters won't be able to use their status-ailment abilities on you* 


JOB 

ABILITY 

Black Mage 

Thundaga 

Defender 

Guard 

Fighter 

Far Fist 

Paladin 

Guard 

Summoner 

Ifrit 

White Mage 

Protect 


B LILITH 

Level 26 


ABILITIES 


Twister 

EQUIPMENT 

Poison Fang 

None 

Kiss 


A BIC 

Level 2G 

mflLBDRO 

ABILITIES 


Bad Breath 

EQUIPMENT 

Soundwave 

None 



E COEURL 

Level 26 

ABILITIES 

EQUIPMENT 

Blaster 
□ Reveal 

None 

|3 Block Arrows 



JAWBREAKER'S UJ 5 DEATH AB1L1TV 

The enemy Jawbreaker has an ability called Lvs Death that is especially 
dangerous. Lvs Death can instantly knock out any unit whose level is 
a multiple of five. If you have any units who would fall under the spells 
rule, focus all your firepower on taking out the Jawbreaker first. 

The enemy Jawbreaker can use Lv5 
Death only if at least one of your units' 
levels is a multiple of five. Check your 
units' levels before the battle to avoid 
the spell completely. 


CREATE A BLOCKADE 

The mighty monsters could make quick work of weaker units such 
as your Black Mage and Summoner if you aren't careful Block the 
enemies on the narrow field with your Paladin and Dragoon, then 
have all units with ranged abilities attack from a safe distance. 

Instead of dispatching a Fighter with the 
Far Fist ability try dispatching an Archer 
with Blackout—both are very effective. 
If you plan on using status ailments to 
fight the monsters, make sure the 
Status law isn't in effect. 


















































































W 1 

RANK 3 

OVER THE HILL H 

SIENA GORGE 

REQUIREMENTS 

Travel to Siena Gorge. 

OBJECTIVE 

Defeat the boss! 

REWARDS 

28,600 Gil, 80 AP, 100 CP, Ambervale icon 


R\tz caught vmnd of your p\ans to con¬ 
front meuit at the Royal Ualley in 
flmberuale. She and her clan stand in 
your way at Siena Gorge-you must 
fight her to get through the pass. 
Steal as much equipment as you can, 
then defeat Ritz to win the battle. 



REcammEPDED mEmBERS 

Dispatch two Thieves to facilitate the 
stealing spree — one with Steal: Helm 
and one with Steal: Weapon, To 
speed up your dispatched units* 
bring along a Time Mage with 
Quicken or a Juggler with Smile, 


LAUDS 

The enemy Summoner will cause a real headache if she is left to cast her 
spells freely. Preempt her by entering Siena Gorge when the law forbids 
Summon Magic. You can also cripple the Assassin and Shara by disabling 
Missile. Avoid entering when the World Law forbids Status or Holy. 


RECommEnDED 


JOB 

ABILITY 

Red Mage 

Sleep 

Templar 

Rasp 

Thief 

Steal: Helm 

Thief 

Steal: Weapon 

Time Mage 

Quicken 

White Mage 

Cura 


a summoriER 

EQUIPMENT 

Level 28 

ABILITIES 

Nirvana Staff 

Silver Coat 

Galmia Shoes 

Shiva 

Phoenix 

Made on 

E Half NIP 


B ELEHlEnmiST 

Level 28 


ABILITIES 


Fire Whip 

EQUIPMENT 

White Flame 

Madu 

(Vllnerva Plate 

Gold Hairpin 

Shining Air 

Heavy Dust 
Elemental Shift 
□ Absorb MR 


C fEFlCER 

EQUIPMENT 

Swallowtail 

Pierce through 

Madu 

Brigandine 

Gold Hairpin 

Night hawk 


d flssnssin 

Level 28 


ABILITIES 


Last Breath 

EQUIPMENT 

Aphonia 

Max's Oathbow 

Rock seal 

Rubber Suit 

Oblivion 

Ninja Tabi 

0 Return Fire 


F SniPER 
(SHARfl) 

EQUIPMENT 

Death Sickle 

Doom Archer 

Seventh Heaven 
Galmia Set 

Ribbon 

Aim: Armor 

Aim: Weapon 

0 Auto-Regen 


E RED niftCE 
(RITZ) 

Level 30 

ABILITIES 

EQUIPMENT 

■ Fire 

I Thunder 

Femme Fatale 

1 Blizzard 

Bunt Set 

1 Sleep 

Ribbon 

1 Doublecast 


1 □ Catch 


1 0 Magic Pow+ 


RIBBDn THEFT 

Ritz and Shara both wear Ribbons—the rare helms nullify all status 

ailments. The Ribbons would be valuable assets to your dan. Use a 
clan Thief with Steal: Helm to pluck the Ribbons from their hair. 
After the prizes are yours, put Ritz to sleep. 

Ritz will use Doublecast throughout the 
battle, pummefing your units with pow¬ 
erful Red Mage spells. She is impervious 
to all status ailments as long as she 
wears her Ribbon, Steal the Ribbon, then 
put her to sleep while you steal her 
units' armor. 



usinc Lflui comBinflTions 

If you choose to engage Ritz and her clan while the law forbids Mis¬ 
sile, you'll still have to deal with her Summoner, There's only one 
way to blunt the enemy Summoner* Assassin and Sniper all at once. 
Use the World Law and a Law card together! 



Confirm action, OK? 
Yes/* Wo 


A toil* 



yitrjlvrit'ifia/d- ) 


mm } 

- 

J c j iTrWTpHiV ijfj ) i/ jj 


Bring either a Summon or Missile Law 
card with you to Siena Gorge. Couple the 
Law card with either the Missile or 
Summon Magic World Law (to take the 
place of whichever card you didn't bring); 
Ritz will never know what hit her! 





















































































RANK 3 

itOVAL VALIEV B 

AMBERVALE 

REQUIREMENTS 

Move to Ambervale. 

OBJECTIVE 

Defeat the boss! 

REWARDS 

— 


marthe enters Royal Ualley in flmber- 
uale for his final confrontation. There 
are three consecutiue Royal Ualley mis¬ 
sions, and the UJorld Laws that are in 
place when you enter Ambervale will 
remain throughout all three battles. 
Prepare yourself before entering! 



3 CLAM 
MEMBERS 


RECOmmEUDED IMBIBERS 


Judgemaster Cid destroyed the For¬ 
tune Law that made Llednar invinci¬ 
ble, but he is still very strong. Dispatch 
units that have high Attack ratings, 
such as a Dragoon, and a Ninja. Also 
bring a White Mage with Auto-Life. 


JOB 

ABILITY 

Dragoon 

Jump 

Ninja 

Double Sword 

Red Mage 

Doublecast 

White Mage 

Auto-Life 


REcammEnoED ims 

Many of the enemies that Llednar summons to his side during the battle 
have Skill A-abilities. Enter Ambervale with Skill forbidden to disable some 
of their stronger attacks. Bring along a Target All Law card if you can get 
your hands on one—it will be useful for the battles ahead* 


A CUnilER 

Level 21 

ABILITIES 

EQUIPMENT 

■ Charmshot 
| Blindshot 

Outsider 

| Silent shot 

Dark Gear 

1 Stopshot 

Thief Hat 

J 


e assassin 

Level 27 

ABILITIES 

EQUIPMENT 

Aphonia 

Nightmare 

Masamune 

Bone Plate 

Thiel Armlets 

Ague 

Rockseal 

Oblivion 

0 Return Fire 


D BISKmflTflR 
(ILEDnflR) 

Level 30 

ABILITIES 

EQUIPMENT 

Excalibtir 

Peytral 

Genji Armlets 

Caligula 

Life Render 

Heart Render 
Ripcircle 

Furycircle 


C ILLUSIOniST 

Level 28 

ABILITIES 

EQUIPMENT 

Prominence 

Tempest 

Force Rod 

Stardust 

Light Rohe 

Soil Evidence 

Wizard Hat 

Wild Tornado 


0 Absorb MP 


HHalfMP 


b ninja 

EQUIPMENT 

Level 29 

ABILITIES 

Masamune 

Earth Veil 

Zanmato 

Water Veil 

Wygar 

Oblivion 

Dash Boots 

0 Last Haste 


0 Double Sword 


F ALCHEmiST 

Level 28 

ABILITIES 

EQUIPMENT 

Death 

Rasp 

Lotus Mace 

Gaia Gear 

Flare 

Toad 

0 Magic Fow-h 


LLEDnflR THE BISKmflTflR 

Llednar may have been weakened by Judgemaster Cids powerful Anti¬ 
law card, but he is still very magic-resistant. Being a Mageknight, 
Llednar will simply absorb any offensive magic attacks* The only way 
to damage your foe Is to strike him with weapons. 


Ko PREUErrrion: auto-life 

You can dispatch only three units besides Marche for the first Royal 
Valley mission; Babus accompanies, but he is unconscious when you 
enter Royal Valley, and you can't revive him. Use a White Mage to cast 
Auto-Life on your units early in the battle. 



Llednar has no Reaction ability, so your 
units can attack him at close range 
without suffering any consequences. 
With your four members (counting 
Marche) against six foes, you'll want to 
take out Lfedharas quickly as passive 
to end the battle. Consider using a Ninja 
with Metal Veil to blind Llednar. 



White Mages can learn the incredibly 
useful Auto-Life spell from the Cheer 
Staff. The battle against Llednar is one 
of the toughest ones yet”cast Auto- 
Life on your units; they will automatical' 
fy be revived if they are knocked out. 


































































™™ MIL VALLEV 2&3 


AMBERVALE 


REQUIREMENTS 


OBJECTIVE 

REWARDS 


Defeat the boss! 



V'our final confrontation with Queen 
Remedi awaits. Remedi (in her Battle 
Queen and Li-Crim forms) is a Holy- 
based creature-if you use Holy spells, 
abilities or weapons on her, you will 
heal her. Prepare yourself for tough 
back-to-back battles. 



5 CLAN 
MEMBERS 


REcommEnoED mEmBERS 

Dispatch your hardest-hitting units, 
such as a Dragoon with Jump and 
Ninjas with Double Sword, lake one 
White Mage with Auto-Life, and a 
Time Mage with Quicken or a juggler 
with Smile to speed up your turns. 


RECOmmEnDED LAWS 

The World Laws from the first Royal Valley mission carry over to the second 
and third. If Target All is forbidden (either through the World Law or a Law 
card), some of Remedi s and her allies' most powerful attacks will be nulli- 
fied. Be careful — Remedi can change the laws at will. 


JOB 

ABILITY 

Dragoon 

Jump 

Ninja 

Double Sword 

Ninja 

Double Sword 

Red Mage 

Doublecast 

Time Mage 

Quicken 

White Mage 

Auto-Life 


C DEPHS 
(FfllTtFRlT) 

EQUIPMENT 

Breath of God 

Light speed 

None 

Presence 

Demi 

Slow 

□ Counter 


B BATTLE QUEEH 

Level 23 

(REmEDij 

ABILITIES 

EQUIPMENT 

None 

None 



A DEPHS 

MDREmimECH) 

Lightspeed 

Firestream 

EQUIPMENT 

None 

Howl of Rage 

Soul Sphere 
□ Counter 


c DEPHS 
(ITlflTEUS) 

Spellbind 

Breath of God 

EQUIPMENT 

None 

Star Cross 

Thundaga 


b LI-CRim 
(REIDEDI) 

EQUIPMENT 

Lawshift 

Amber Gleam 

None 

Omega 

Alpha 

Descent 

Magi 


a DEPHS 

Level 28 

(ITlflTEUS) 

ABILITIES 


Spellbind 

EQUIPMENT 

Breath of God 

None 

Star Cross 

Thundaga 


^ appear in Royal Valley 2. 
J appear in Royal Valley 3 


QUICKEn ADD STRIKE 

Use a clan Time Mage with Quicken or a Juggler with Smile to speed 
up your strongest units. The key to defeating Remedi in both of her 
forms is to hit her hard and fast. Focus all your efforts on knocking 
her out—her allies will go down with her. 

When battling Remedi, cast Quicken or 
Smile on your units that have the high¬ 
est Weapon Attack The right equip¬ 
ment can also help—use Holy shields on 
any characters who can use them, but 
don't equip Holy weapons (such as the 
Excalibur), or you won't be able to hurt 
her. 


WORK TOGETHER! 

Remedis Li-Grim form has very high HP and Magic Attack. You 
could whittle her down with individual attacks, but her spells are 
disastrous if she gets a chance to cast them. Surround the Li-Grim 
and use Combo attacks to do the most damage. 

Focus on keeping your units alive and 
dealing the greatest damage possible to 
the Li -Grim with chained Combo 
attacks—you can perform powerful 
ones if you can surround the Li-Grim 
with three or more units. 


































































































EMISSION ITEM SlfBflUESTS 


MISSION NAME 


MISSION NUMBER 


PAGE COVERED 


m 


MISSION m 


RECL ITEM 
REWARD 


MVTHRIL PICK 


MONSTER GUIDE 


Some items and equipment in Ivalice are incredibly rare and exceptionally strong. 

Such things take quite a bit of time and work to obtain, but they re well worth it. Fol¬ 
low the chain of Subquests below to collect the special Mission Items you must combine to 
make the rare items. Each Subquest will appear in a pub as you progress through the story. 


REQ. ITEM & REWARD 


REQ. ITEIT1 

The required item is the Mission 
Item you must possess in order to 
contract the mission from the pub. 

REWARD 

You'll receive an item as a reward 
after you complete the mission 
successfully. 


mission-iTEm comBinfiTion subouests 


To acquire the fabled items of Ivalice (listed in red below), you must 
collect and combine the Mission Items chat appear in red on pages 
100-103. To combine the Mission Items,you must complete the Sub¬ 


|MlSSI0N 285^j 

ILM1E & MILE Pg. i46 

REQ. ITEMS 

Broken Sword (page 101) & Adaman Alloy (page 102) 

REWARD 

ADAMAN BLADE 


mmm i 

HE DMUC B11DE pg.™ 

REQ. ITEMS 

Bent Sword (page 101) 8t Spirltstone (page 102) 

REWARD 

EBON BLADE 


mmm\ 

'MmE FAKE pg. i46 

REQ. ITEMS 

Bent Sword (page 101) & Rainbowite (page 134) 

REWARD 

NAGRAROK 


quests listed below. Read each ones detailed information on the page 
listed in the top bar of tbe chart. For complete information on each 
required Mission Item, check tbe page listed beside its name. 


|{j MISSION lllJcl^ 

HE HEflO BLADE pg.™ 

REQ. ITEMS 

Rusty Sword (page 101) & Mysidia Alloy (page 102) 

REWARD 

EXCALIBUR2 


mmm\ 

QNSTflEL SONG pg«6 

REQ. ITEMS 

Stradivari (page 101) & Black Thread (page 101) 

REWARD 

DARK FIDDLE 


mm ebb 

EASILY GUN pg.M6 

REQ. ITEMS 

Insignia (page 103) & Ally Finder2 (page 103) 

REWARD 

CALLING GUN 


RfinDOm REWARDS 




Some rewards, such as Mission Items and AP, are static. 

Subquests also yield random rewards, ranging from items to 
weapons to armor to cards. Each time you accept such a Subquest 
from a pub, the random rewards may be different. So, you and a 
friend could complete the same mission but receive different ran¬ 
dom rewards. 



Most Subquests yield random rewards each time you accept thorn from the pub 
You can do some Subquests more than once to get different random rewards. 
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>Lll 





MISSION IDG 


MISSION 157 


MISSION 150 


BRDKEH SUJORD & BERT SUJORD 


BLACK THREAD 


STASIS ROPE 


| MISSION 232 

NOVEL ftSCENT 

Pfl. 142 

REQ. ITEM 

STASIS ROPE 

Reward 

RUNBAS TALE 




{MISSION 233 

ISHIVEH 

Pg 142 

REQ. ITEM 


REWARD 

RUNBA S TALE 


MISSION 138 

WHVMUWET! 

RED, ITEM 

- 

Reward 

BROKEN SWORD 

... 


RUNBAS TALE 


BROKEN SWORD 


RUNBA S TALE 


BENT SWORD 





RUSTV SUJORD & STRflDIUflRl 


RUSTY SWORD 


BOMB SHELL 


RUSTY SWORD 


MISSION 218: 


BOMB SHELL 


BOMB SHELL 


MISSION 143 



1 MID MEHEMIST 

REQ. ITEM | 

- 


MYTHRIL PICK 



>r 


- 


fiinssioN i45 

GOBLIN TOWN **| 

REQ. 

ITEM 

MYTHRIL PICK 

REWJ 

IJ. 

MONSTER GUIDE 


{MISSION 219 

l ftUBBEfl Ofl AE51L 

JEQ.ITEM | 

MONSTER GUIDE T 

REWARD 

BOMBSHELL 


Pg. 141 


I 

|| MISSION 17131 

CHEAP LAUGHS 




i) BLACK THREAD 




II SSI ON 202 

ANCIENT MEDAL 



HU1NS SlIflVEY **• 




THE SKYPOLE 


HmIssIoniI? 

1 THE LAST DaV 

REQ. ITEM | 
REWARD | 

ANCIENT MEDAL 

HOMEWORK 


{MISSION 21o| 

LIFE OH Dm ph»| 

REQ. ITEM | 
REWARD j 

HOMEWORK 

BLACK THREAD 




j MISSION 201 

I ANCIENT MEDAL 


(MISSION 209 B |;|*viTm 

S 

REQ. ITEM 

- 

REWARD 

BLACK THREAD 


■MISSION 5 


IM 






—^5 


BLACK THREAD 






I 11 1-1— i- 


n i i m \ I I M M M M I iir-rrnT^XT^TiniT l l IN i f 1 I II Ml H J_LJ □ CD rT TT TO~l m= ri . 1 1 L-lJ L^Xi l tT"n"TT1 C 





























































































































































































£» SPIRITSTOHE 


Mission 113 


EARTH SIGH 


fl Mission m 

MIND CEFFVL 

Pg, 139 


FIRE SIGIL & WIND SIGIL 

MIND CEFFVL 


Q MISSION 117 

1 'Mir 

1 MMB 





| WATER SIGH 


|J MISSION 076 

FlflF SIGH 


RED ITEM 

- 


REWARD 

FERE SIGH 



|| MISSION 116 

GULUG GHOST 

- 

RED. ITEM 

REWARD 

- 

FIRE SIGH 


— THE SPMTSTDNE 

Pg. 140 

REQ> ITEM 

MIND CEFFYL & BODY CEFFYL 

REWARD 

SPIRIT STONE 



|j MISSION 

Pg. 122 


REQJTEM 

- 

REWARD 

EARTH SIGH 


| MISSION 079|hTj j'[[ |^j 




: 


I WIND SIGIL 


iBSSffipira 



RED, ITEM 

WATER SIGIL & EARTH SIGIL 

REWARD 

BODY CEFFYL 


Trrnm 1 rn i rn-nrir-ir rrrn -i r TTrrr i t rn;rn i n mmaw m t 
















































































































































































V II nil 11J-1- i 




©dLLf nnoER2 


STILPOOL SCROLL 


SECRET BOOKS 


LIFE WATER 


mission isaji 


MISSION 174 


ALLY FINDER & DAME S BLUSH 


LIFE WATER 


issr 

IM1SSMMEBW 

\mmm\ 

RABBIT TAIL 



1 FALCON FLOWN **= 


SKULL 


DAME'S BLUSH 


|j MISSIONS 

1 SECRETBOOK'S -H 

REQ. ITEM 

STILPOOL SCROLL 

REWARD 

SECRET BOOKS 


H MISSION 236 

IW 



- 


RABBIT TAIL 


mm dels 

J Pg. 135 

a 

| MISSION 16 l|lj|[Vi|^ 



n i n t m i iBW iiiTiirxrLLi i r~r 


nnm uixi m nr - rT ~ rTrrrrr m ] f t n il tT 


^ Piaali fiiimananfin mM 



































































































































































































WHEN 


Kingmoon, after clearing Mission 002 


WHERE 
TIME LIMIT 


Any pub 


OBJECTIVE 


Defeat the boss! 


REQUIREMENTS 


REWARDS 


4,600 Gil, 40 AR 30 CR Flower Vase 


rnucic cflTHERinc 

Dolce is armed with high-pow¬ 
ered offensive magic, bur he f s 
weak against physical attacks* 
Take him out with a big bruiser 
(preferably a Bangaa) before you 
eliminate the rest of his party* 



6 CLAN 
MEMBERS 


l-. 1 


A-ABILITY 


R-ABILITY 

KS’ABILITY I 

EQUIPMENT 

A 

Soldier 

6 

Battle Tech 

— 

- 

- 

Shortsword, Bronze Shield, Cuirass 

B 

Black Mage (DoJce) 

7 

Black Magic 

- 

- 

Geomancy 

Rod, Silken Robe 

C 

White Mage 

5 

White Magic 

- 

“ 

— 

White Staff, Hempen Robe 

D 

White Monk 

5 

Monk Tech 

“ 

— ~ 

Shieldbearer 

Hard Knuckles, Bronze Shield, Leather Garb 


RANKS ^ 

mfTFTll ma ■'K 

HIV 1 Lu\ 

■ ii iiiiinii ■ J£RAW SANDS 

whenHH 

Bardmoon, after clearing Mission 012 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

— 

REWARDS 

13,600 Gil, 40 AR 30 CP 


DisflRminc 

Lil Gabbana will spend his time 
casting Disarm on your charac¬ 
ters, but you can block the spell 
by equipping a Scarab* If you 
have a chance, use a Thief to steal 
the shields of the Gabbana 
brothers. 



6 Cl AN 
MEMBERS 


JOB (NAME! | LEVEL A-ABILITY || A-ABILITY 

R-ABIUTY 

S-ABILITY 

EQUIPMENT 

Mag Knigftt iEiigGabban&l 

16 

Charge 

Item 

Last Haste 

- 

Air Blade, Ice Shield, Iron Helm, Survival Vest 

Time Mage 

15 

Time Magic 

— 

- 


Terre Rod, Mistte Robe 

Thief 

14 

Steal 

Call 

- 

- 

Sword Breaker, Chain Plate 

Juggler (Ul Gabbana} 

14 

Stunt 

“ 

Last Haste 

Shieldbearer 

Jambiya, Ice Shield, Survival Vest 

Warrior 

15 

Battle Tech 


- 

- 

Strlborg, Iron Armor, Spiked Boots 

White Monk 

14 

Monk Tech 

— 

— 

- 

Kaiser Knuckles, Adaman Vest, Spiked Boots 


wfcfew™ \) 

VflAfTFTll Eras FTTqj 

BANK 2 V 

VA1N1LU1 imn mi' W 


GIZA PLAINS 

WHEN 

Madmoon, after clearing Mission 001 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 


REWARDS 

2,800 Gil, 40 AP, 30 CP 


GimiTlE fl BREAK 

The enemy Dragoon is a tough 
nut to crack. Try knocking him 
down a peg by using the Power- 
break ability* The Thief will steal 
mostly Gil — and perhaps Judge 
Points—so you don't have to 
defend your equipment. 



A 

B 

C 


i 


JOB INftMEI LEVEL A-ABILITV A-ABILITY R-flBILITY S ABILITY EQUIPMENT 


ALctiemist (DiagJNIjeu) 

4 

Alchemy Skill 

— 

- 

Magic Pow+ 

Energy Mace, Feather Cap, Leather Garb 

Archer 

3 

Aim 

— 

- 

- 

Thorn Bow, Leather Garb 

Gladiator 

4 

Spell blade Tech 

— 

Last Berserk 

- 

Sweep Blade, Chain Plate 

Dragoon 

4 

Dragon Tech 

— 

- 

- 

Javelin, Cuirass 

Thief 

3 

Steal 

— 

— 

— 

Jack Knife, Leather Garb 
















































































































RANK 3 V 

j#TFT11 ESgiia 19 

1/AN ILD. ■iimnfiv ULflDONBO[ i 

WHEN 

Sagenaoon, after clearing Mission 015 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

- 

REWARDS 

18,000 Gil, 40 AP, 30 CP 


CHARITIED! 

The enemy Archer will try to 
charm your teammates. Foil his 
plan by equipping a Ruby Earring 
or the Block Arrows ability. Take 
out the Bishop as early as possi¬ 
ble, or he will keep curing his 
party members. 



nfiirii'iniilBimifrn 

A-ABILITY 

A-ABILITY 

IF ABILITY 

S-ABILITY 

EQUIPMENT 

Summoner 

18 

Summon Magic 

- 

Absorb MP 

Half MP 

Judge Staff, Circlet, Thunder Robe 

Bishop 

18 

Prayer 

Defend 

- 

Weapon Def+ ! 

Cura Staff, Adaman Vest, Magic Ring 

Archer 

18 

Aim 


- 

Concentrate 

Artemis Bow, Green Beret, Survival Vest 

Temp lad Kan an) 

19 

Sacred Tech 

Dragon Tech 

Bonecrusher 

Weapon Atk+ 

Kain's Lance, Cross Helm, Plate Mail, Feather Boots 

Dragoon 

18 

Dragon Tech 

- 

Last Berserk 

Doublehand 

Burglar Sword, Iron Helm, Iron Armor 



CANCEL; OK 


MISSION 029 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


REPEAT: N Q 

I Huntmoon, after clearing Missions 020 & 064 


Any pub 


Defeat the boss! 


45,000 Gil, 40 AP, 30 CP, Zanmato 


SLOW DOUJn 

You must focus all your attention 
on the Assassin, Rayne, She knows 
multiple instant-KO abilities and 
can decimate your party in a couple 
of turns. Use abilities like Slow and 
Stop to prevent the slaughter. 



6 CLAN 
MEMBERS 


JOB (NAME) 

LEVEL A ABILITY A-ABILITY || R-ABILITY II S-ABILITYl EQUIRM 


Sniper 

24 

Sharp Shoot 

Item 

- 

Concentrate 

Hades Bow, Power Sash, Spiked Boots 

Gunner 

25 

Gunmanship 

Item 

Last Quicken 

- 

Peacemaker, Brigandine, Gauntlets 

Red Mage 

24 

Red Magic 

- 

- 

Magic Pow+ 

Colichemarde, Minerva Plate, Magic Ring 

Assassin {Rayn el 

25 

Corner 

Aim 

Auto-Regen 

— 

Fetalchaser, Ninja Gear, Bracer, Fortune Ring 


“S® WMTED! 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


REPEAT: NO 

Kingmoon, after clearing Missions 013,025 & 065 



Defeat the boss! 


22,600 Gil, 40 AR 30 CP, Qnlyone 


LIFESflUER 

The mission occurs in a Jagd, so 
take at least two people who 
know Life or Raise. Also take a 
bunch of Phoenix Downs and 
one person who can use items. 
Once you're in ba ttle, take out the 
Assassin first. 



6 CLAN 
MEMBERS 


JOB 1 NAME) LEVEL A-ABILITY 

A-ABILITY R-ABILITY 

S-ABILITY 

EQUIPMENT 

Archer 

15 

Aim 


- 

— 

Natl Bow, Green Beret, Brigandine 

Assassin 

14 

Corner 


Return Fire 

- 

Murasame, Survival Vest, Bracers 

Fighter 

15 

Fighter Tech 

- 

- 

“ 

Sun Blade, Power Sash, Gauntlets 

Gladiator 

16 

Spelfblade Tech 

— 

- 

Weapon Dot- 

Shadow Blade, Chain Plate, Gauntlets 

Dragoon 

16 

Dragon Tech , 

- 

Dragonheart 

- 

Partisan, Iron Armor, Battle Boots 

llfusionist(Lodioo) 

16 

Phantasm Skill 

— 

— 

Half MP 

Thor Rod, Wizard Hat, Thunder Robe, Magic Ring 










































































































































WHEN 

WHERE 


After clearing Missions 017 & 102 
Any pub 


TIMELIMIT 

OBJECTIVE 


Defeat afl enemies! 


REQUIREMENTS 

REWARDS 


16,000 Gil, 40 AR 30 CR Wyrmstone 



BLEU) BV yOU 


The enemy Blue Mage knows 
Auto-Whisper — an ability that 
restores HP and bestows Auto- 
Raise on teammates. Take 
out first so he doesn't undo all 
your hard work, then concentrate 
on the Dragons, 


JOB (NAME) LEVEL A-ABILITY AABILITY R-ABILITY S-ABILITY EQUIPMENT 


Icedrake 

20 

Icewyrm 

- 

Counter 

- 

- 

Archer 

20 

Aim 

- 

- 

- 

Artemis Bow, Headband, Judo Uniform 

Hunter 

20 

Hunt 

- 

- 

- 

Twin Bow, Power Sash, Spiked Boots 

Thundrake 

21 

Dragonboit 

— 

— 

Geomancy 

- 

Beastmaster 

21 

Control 

White Magic 

- 

Half MR 

War Trumpet, Brigandine, Magic Ring 

Blue Mage 

21 

Blue Magic 

- 

- 

Immunity 

Aqua Saber, Thunder Robe, Fortune Ring 



Tfiwin ainurc 

rs 

CANCEL: OK j| i 


RANK 3 

1U Wtn nUll\|j 

& A 

REPEAT: NO 

WHEN*: i 

| After clearing Mission 008 and reading The Hero Gaol 


WHERE 

| Any pub 




TIME LIMIT 

J- 




OBJECTIVE 

j] Defeat all enemies! 




REQUIREMENTS 

REWARDS 

| 30AR 30 CP 





HALITOSIS 

The Malboro inflicts status 
ailments on your party with its Bad 
Breath, so pin it to the ground with 
Aim: Legs. Before you can take on 
the mission, you must read The 
I lew Gaol (a book) by selecting it 
in the Mission Items screen* 



JOB {NAME! LEVEL 

AABILITY 

A-ABILITY R-ABILITY 

S-ABILITY 

EQUIPMENT 

Goblin 

12 

Punch 

— 

Counter 

— 

— 

Icedrake 

10 

Icewyrm 

— 

— 

~ 


Bomb 

11 

Blaze 

- 

— 

- 

- 

Firewyrm 

11 

Dragon blaze 

- 

— 

~ 

- 

Malboro 

11 

Stench 

— 

— 

~ 



MISSION 033 


RANK 3 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


After clearing Missions 008 & 032 
Any pub 


Defeat all enemies! 


40 AR 30 CP 




MEMBERS 


REnDER flSSISTffllCE 


The enemy Fighter will attack 
from afar with Air Render and 
Far Fist—take him out with the 
Black Magic of your choice. If you 
don't have a Power Sash, steal 
one from the Fighter before you 
put him down. 


■ 

gumaeM 

LEVEL A-ABILITY 

A-ABILITY 

R-ABILITY S-ABILITY 


A 

Archer 

10 

Aim 

— 

— 

Maintenance 

Char Bow, Feather Cap, Adamian Vest 

B 

Archer 

10 

Aim 

— 

— 

Concentrate 

Long Bow, Chain Plate, Battle Boots 

C 

Fencer 

IQ 

, Lunge Tech 

— 


- 

Stinger, Round Shield, Chain Plate 

D 

Fighter 

11 

Fighter Tech 

— 

— 

Doublehand 

Atmos Blade, Power Sash, Gauntlets, Battle Boots 

u 

Dragoon 

11 

Dragon Tech 



Weapon Def+ 

Partisan, Bronze Helm, Bronze Armor 
































































































































M MISSION 034 lM 

Iff H TWV1 CANCEL: OkI 

1 & 

RANK 3 IWI 

yllL^/ / Jy ; /\ /L^atnoJ 

h.mMiruiHtd 

WHEN 

After clearing Missions 017 & 033 

Inhere 

Any pub 

TIMELIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

50 AP, 30 CP 



ICE IS niCE 

Place a couple of Black Magic 
users in the rear of the battlefield 
and guard them with a Defender. 
Ice-based spells will prove useful 
against the Firewyrm and 
Bomb—take out the Bomb in 
one turn so it doesn't explode. 


6 CLAN 
MEMBERS 




Antiion 

20 

Sandstorm 

- 

- 

Weapon Pef+ 

- 

Red Panther 

20 

Rake 

- 

Counter 

Reveal 

— 

Icedrake 

21 

Icewyrm 

- 

Counter 

Weapon Def+ 

— 

Firewyrm 

22 

Dragonblaze 

- 

- 

Weapon Atk+ 

— 

Thundrakef Garland! 

20 

□ragonbolt 

- 

- 

Geomancy 

— 

Bomb 

21 

Blaze 

— 

— 

- 

— 



HOLV, H0LV, HOLV' 

The Vampire is one tough dude, 
but you can put it in its place 
with Holy magic. Send out White 
Mages, Paladins and Summoners 
who know Holy skills, then 
attack the Vampire from all sides. 







- 


A 

White Mage 

21 

White Magic 

- 

Absorb MP 

Turbo MP 

Cure Staff, Magus Robe, Spiked Boots, Magic Ring 

B 

Vampire (Lord Ghost) 

23 

lllude 

- 

Block Arrows 

Weapon Atk+ 

— 

C 

Time Mage 

" 2! 

Time Magic 

- 

Last Quicken 

Shieldbearer 

Terre Rod, Magus Robe, Round Shield, Feather Cap 

D 

Defender 

21 

Defend 

- 

- 

- 

Lohengrin, Platemail, Iron Helm, Gauntlets 

£ 

Defender 

21 

Defend 

— 

— 

— 

Falchion, Bronze Armor, Bronze Heim, Bracers 



yj MISSION 036 


RANK 4 

WHEN 


After clearing Missions 005 Sc 037 and reading The Hero Gaol 


WHERE 
TIME LIMIT 
OBJECTIVE 
REQUIREMENT 
REWARDS 


Any pub 


Defeat all anemia 
Combat (Lvl. 10) 

40 AP, 30 CP, Ayvuir Blue 


Guns DRfiu)n 

The enemy Gunner likes to hang 
back and hit your units with sta¬ 
tus ailments. Bring your own 
long-range unit—such as a 

Sniper or an Archer and ellmi 

nate the Gunner from afar. 





[■ml 






n 

^Gunner 

1 

Gunmansnip 

' — 

- 

Concentrate 

Lost Gun, Green Beret, Leather Garb, Battle Boots 

B 

Black Mage 

i 

Black Magic 

- 

- 

— 

Rod, Silken Robe, Battle Boots 

Firewneel Hod, Silken Kobe, Fortune Hung 


Time Maye 

Animist 

7 

7 

TlmeMayic 1 
Call 

_ 

Last Quicken 

— 

Earth Bell, Chain Plate, Spiked Boots 


Moq Knight 

9 

Charge 

Gunmanship 

Last Haste 

Geomancy 

Atmos Blade, Round Shield, Iron Helm, Iron Armor 


Mug Knight 

7 

Charge 

- 

- 

— 

Shadow Blade, Round Shield, Survival Vest, Battle Boots 


















































































































































































RANK 3 ^ 

11LME HUNT PHHia 

ELUUTSANDS 

WHEN 

After clearing Mission 003 

WHERE 

Any pub 

TIME LIMIT 

— i 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

4,200 Gil, 40 AP, 30 CP 



COWITER DESTROVER 

Two of the three Antiions have 
the Counter ability, so take them 
out from a distance with magic or 
arrows. Its not a particularly dif¬ 
ficult fight, but the Coeurl has 
lots of HP and can be tough to 
bring down. 


6 CLAN 
MEMBERS 


JOB (NAME) 

LEVEL A-ABILITY 

A-ABILITY 

R-ABILITY 

HS- ABILITY! 

EQUIPMENT 

Antiion 

7 

Sandstorm 

- 

Counter 

- 

- 

Antiion 

7 

Sandstorm 

- 

Counter 


~ 

Goblin 

6 

Punch 

— 

— 

" 


Antiion 

6 

Sandstorm 

- 

- 

- 

- 

Coeurl 

7 

Scratch 


- 

— 

— 




JOB {NAME! LEVEL A-ABILJTY A-ABILITY i-ABJUTY S ABILITY EQUIPMENT 


I bomb 


Blaze 


I Bomb 


Blaze 


I Bomb 


Blaze 


I Bomb 


Blaze 


BamBS? BUUBV! 

This is one of the earliest mis¬ 
sions available. The Bombs are 
fairly easy to defeat—especially if 
you have Ice magic — but keep 
your distance in case they use 
their Blowup ability. 


“WF FlflE! K! 


WHEN 


Cyril Pub 


10 days 


Defeat all enemies! 


3,600 GMOAP, 30 CR Sprinkler 


WHERE 
TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 


After clearing Mission 001 


REWARDS 


CANCEL: OK 
REPEAT: NO 


mmm t 

UP WflMlFflFfl B H 

RANK 2 JL 

, •niiuniia MUSCADET 

WHEN 

After clearing Mission 015 

WHERE 

Muscadet Pub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

11400 Gii, 40 AP, 30 CP, Tonberrim 


STflllD BUCK 

Tonberries and Masterberries 
can do a tremendous amount of 
damage with a single hit, but 
they Ye very, very slow. Dispatch 
long-range attackers to pummel 
the green ones from afar, then 
move away when they get dose. 



JOB (NAME) LEVEL 

A-ABILITY 

A-ABILITY 

R-ABIUTffii 

■if- ABILITY! 


Mastercerry 

20 

Malice 

_ 

— 

- 

— 

Ton berry 

18 

Grudge 

Z 

— 

- 


Tonberry 

19 

Grudge 

I 

— 


— 









































































































TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 
REWARDS 


Kingmoon, after clearing Mission 020 


Any pub 


15 days 


Defeat alt enemies! 


7,000 Gil, 40 AP, Sequence 


niGHTV-niGHT 

Battle Tourney is one of the few 
missions in which enemy units 
begin the fight in a large clump. 
Bring along an Animist and a 
Red Mage to cast Sleep on the 
whole lot of them, then have 
Thieves take their goods. 



JOB INAME) 

LEVEL 

A ABILITY 

■B- ABILITY ■ 

R-ABILITY 

S-ABILITY 


Paladin 

26 

Chivalry 

White Magic 

— 

Half MP 

Lohengrin, PlatemaNjce Shield, Spiked Boots 

Illusionist 

24 

Phantasm Skill 

Blue Magic 

— 

Half MP 

Terre Rod, Mistle Robe r Wizard Hat r Magic Ring 

Dragoon 

26 

Dragon Tech 

Sacred Tech 

Strikeback 

Shieldbearer 

Gale Sword, Round Shield, Platemail, Iron Helm 

Defender 

25 

Defend 

Sacred Tech 

— 

Shieldbearer 

Ragnarok, Iron Armor, Flame Shield, Bracers 

Saqe 

26 1 

Sagacity Skill 

Item 

— 

— 

Druid Mace, Opal Shield, Magus Robe, Magic Ring 



WHEN 

WHERE 


| Sagemoon, after clearing Mission 020 


Any pub 


TIME LIMIT 

OBJECTIVE 


15 days 

Defeat all enemies! 


REQUIREMENTS 

REWARDS 


7,000 Gil, 40 AF! Sapere Aude 


M 



color mrtGic onLY 

Only Color Magic abilities are 
allowed in the Mage Tourney— 
and all the Mages have Return 
Magic and/or Absorb MR Bring 
along a White Mage to heal the 
inevitable damage. 


■nffiHi■ 

RvelI 

A-ABIL1TY 

ABILITY ■ 

R-ABILITY S-ABILITY 

EQUIPMENT 

Black Mage 

25 

Black Mage 

- 

Return Magic 

Geomancy 

Sleet Rod, Flurry Robe, Spiked Boots, Magic Ring 

White Mage 

26 

White Magic 

- 

Absorb MP 

Half MP 

Judge Staff, Circlet, Blaze Robe, Magic Ring 

Blue Mage 

26 

Blue Magic 

— 

Absorb MP 

Half MP 

Aqua Saber, Circlet, Mistle Robe, Scarab 

Red Mage 

26 

Red Magic 

- 

Absorb MP 

Half MP 

Scarlette, Gold Hairpin, Thunder Robe, Fortune Ring 


'Emms: 

RANK 3 U 

kAAAnvynxrn aifft immbw W fjfr 

WlMMlNu Mttl liMiiiMi ^ m 

WHEN 

Huntmoon, after clearing Mission 020 

WHERE 

Any pub 

TIMELIMIT 

15 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

7,000 Gil, 40 AP, Acacia Hat 


ALL WET 

The mission takes place on a 
waterlogged battlefield, which 
makes fighting very difficult. If 
you have Feather Boots in your 
inventory, give them to your clan 
members before the big fight. 



4 CLAN 
MEMBERS 



R-ABILITY 

INABILITY 

EQUIPMENT 

Gladiator 

27 

Spelfblade Tech 

Monk Tech 

- 

Doublehand 

Icebrand, Ninja Gear, Bracers 

Archer 

27 

Aim 

i Sharpshoot 

- 

Concentrate 

Artemis Bow, Feather Cap, Minerva Plate, Fortune Ring 

Dragoon 

26 ' 

Dragon Tech 

Sacred Tech 

- 

Weapon Def+ 

Partisan, iron Helm, Platemail, Gauntlets 

White Mage 

-jn i 

White Magic 

Summon Magic 

- 

Shieldbearer 

Judge Staff, Round Shield, White Robe, Scarab 






































































































































MISSION 043 


HANK 4 


CUN LEAGUE 



WHEN 


After clearing Mission 022 and Clan Leagues 1-4 


WHERE 

TIMELIMIT 


Any pub 
25 days 


OBJECTIVE 

REQUIREMENTS 

REWARDS 


Defeat the bass! 


22,600 Gil, 80 AP, 40 CP, Peytral 


aim HIGH 

Your only task is to to defeat the 
boss in this mission, which 
makes it easy. Locus all your 
attacks on the Sniper unless you 
want to gain experience by elimi¬ 
nating the other units first. 



4 CLAN 
MEMBERS 


O □ 


JOB (NAME! 

LEVEL 

A-ABILHS 

A-ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

Summoner 

23 

Summon Magic 

Red Mage 

- 

Shieldbearer 

White Staff, Opal Shield, Gaia Gear, Battle Boots 

Assassin 

28 

Corner 

— 


Concentrate 

Fey Bow, Ninja Gear, Bracers, Battle Boots 

Sniper (Vili) 

29 

Sharpshoot 

- 

- 

Concentrate 

Twin Bow, Minerva Plate, Bracers, Ruby Earring 

Elementalist 

28 

Spirit Magic 

- 

Absorb MR 

Magic Pow+ 

Flamberge, Green Beret, Minerva Plate, Battle Boots 


mmm <51 

RANK 1 J' 

VOW IN UfTlA 

LUTIA PASS 

WHEN 

After clearing Mission 001 

WHERE 

Any pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

3,600 Gil, 40 AP, 40 CP 


DARK AS niGHT 

The Red Panthers have higher 
Hit and Damage ratings than the 
Goblin. If you're getting rocked, 
use an ability that blinds the Pan¬ 
thers and drops their accuracy. 
The Goblin won't be much trou¬ 
ble unless it gets very lucky* 



JOB (NAME! 

LEVEL 

A-ABILITY 

A-ABILITY 

B-ABILITY 

S-ABILITY 

EQUIPMENT 

Red Panther 

3 

Rake 

“ 

- 

- 

— 

Goblin 

4 

Punch 

- 

- 



Red Panther 

3 

Rake 

— 

“ 


— 


R ANK 3 f] 

J0STVM1GE HUP 

WHEN 

After clearing Missions 001 Si 044 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Destroy all targets! 

BEQUIREMENTS 

- 

REWARDS 

4,000 Gil, 40 AP, 40 CP, Lag lace Sword 


SHELL CfUTlES 

The Black Mage, Gelato, uses the 
powerful Blizzara spell Cast Shell 
on your party as soon as the battle 
begins to limit its effectiveness* 
Take out the Magic Devices once 
the rest of the enemies are no 
more* 






A-ABILITY 

^EAEUUtY 1 

R-ABIL1TY 

S-ABILITY 

EQUIPMENT 

A 

Sphere IMagic Oevicel 

i 

- 

— 

- 

- 

“ 

B 

Sphere I Magic Device} 

1 


— 

- 


“ 

C 

Black Mage (Gelaio) 

6 

Black Magic 1 

Item 

— 

- 

Sleet Rod, Flurry Robe, Spiked Boots 


Floateye 

4 

Gaze 

- 

— 

— 

- 


Red Panther 

3 

Rake 

- 

- 


— 


Red Panther 

3 

Rake 


— 

— 

— 



iiI nuzr THi t -ttti—[_u_E.!_j.r~Li-rTi ~i F"rrr."iLH i rJ.OXJ.I.. u_l u — u n f r m \ M nrormi ri J ri 
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Any pub 


TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 
REWARDS 


25 days 


Defeat all enemies! 


4 r 000 Gil, 40 AR 40 CP, Gedegg Soup 



5 CLAN 
MEMBERS 


rrs vou! 

Zombies come back to life three 
turns after you defeat them. 
Bring along a White Monk that 
knows Exorcise to put the 
undead in the ground for good. 
(Notice the Zombie names— 
remember the snowball fight?) 


■ 

JOB (NAME) | 

LEVEL || A-ABILITY 

■FaKLitw 

R-ABILITY S ABILITY 

EQUIPMENT 

A 

Ice Flan 

5 

Chill 

— 

— 

- 


B 

Zombie (Lyle) 

4 

Rot 

- 

— 

- 

— 

C 

Zombie (Colin) 

4 

Rot 

— 

Counter 

- 

- 

D 

Zombie (Guinness) 

4 

Rot 

— 

- 

- 


E 

Ice Flan 

' 4 " 

Chill 

— 

- 

— 

- 

F 

Sage (Auggie) 

4 

Sagacity Skill 

Item 

— 

— 

Energy Mace, Silken Robe, Battle Boots 


RANK 2 H 

nT AFPIDF Ena VTlti 

JI liLLllT 

■inrriinn ■ R0DA volcano 

• WHEN 

After clearing Mission 007 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

7,000 Gil, 40 AR 40 CR Gedegg Soup 


FORBID FIRE 

All of the enemies in Hot Recipe 
have Fire-based attacks, so use a 
Fire Law card to eliminate their 
strength. Once you start brawl¬ 
ing, take out your flaming foes 
with ice-based magic such as 
Blizzara. 



JOB (NAME) 

LEVEL 

A-ABILITY 

A-ABILITY 

R-ABILITY 

STABILITY 

EQUIPMENT 

Firewyrm 

9 

Dragonblaze 

“ 

— 

— 

— 

Firewyrm 

10 

Dragontalaze 

“ 

- 

Weapon Atk+ 

- 

Bomb 

10 

Blaze 


- 

- 

- 

Bomb 

10 

Blaze 

- 

Counter 

- 

- 

Bomb 

9 

Blaze 

- 

- 

- 




WHEN 

WHERE 


After clearing Mission 008 
Any pub 


TIME LIMIT 


15 days 


OBJECTIVE 

REQUIREMENT 

REWARDS 


Defeat all enemies! 

Track (LvL 7) 

7,800 Gif 40 AR 30 OR Topaz Armring 


arm stay Down! 

There are two Zombies in the 
mission — use a skill such as 
Exorcise or Burial to stop them 
from coming back to life* Shara 
and Ritz will help you during the 
battle, so you shouldn't have too 
much trouble. 



JOB (NAME) 


A-ABILITY 



A-ABILITY 



11“ ABILITY 


Fencer (Ritz) 

13 

Lunge Tech 

- 

Auto-Regen 

■-—- 

Diinn Flyssa, Circlet, Survival Vest 

Juggler 

11 

Stunt 

- 

- 


Jack Knife, Feather Cap, Adaman Vest, Battle Boots 

Sprite 

11 

Trick 

— 

— 

- 

— 

Zombie 

T 1 

Rot 

- 

Counter 

- 

— 

Zombie 

1 12 

Rot 

- 

Counter 

- 

- 

Sprite 

10 

Trick 

— 

— 

— 

— 













































































































































RANK 3 H 

LOST fllNG B El 

iinriimti uui river 

WHEN 

After clearing Mission 004 

WHERE 

Any pub 

TIME LIMIT 

15 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

5,200 Gil, 40 AF) 30 CP 


DOIYT mOUE 

The Liliths abilities can cause 
status ailments f but they have a 
short range. Pin her to the 
ground with Shadowbind or 
Aim: Legs, then attack from afar. 



1 

JOB (NAME] LEVEL 

■jarntrysa 

■gjBtltiM 

R-ABILITY 

H^abilit^I 

EQUIPMENT 

A 

Lilith 

8 

Poison Fang 

— 

- 

- 


B 

Goblin 

7 

Punch 

“ 

- 

- 

— 

C 

Lamia 

7 

Song 


- 

“ 

- 


Sprite 

8 

Trick 

- 

Counter 

- 



Lamia 

7 

Song 

— 

- 

— 

— 


BB S' 

RANK 4 U 

rafUNG EVES 

TanceTo? 

1 

REPEAT: NO 

CYRIL 

WHEN 

After clearing Missions 003 & 113 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENT 

Ahriman Eye 

REWARDS 

4,600 Gil, 50 AP, 30 CF; Vesper 


UJHrtT A HEAL 

Bring along someone who knows 
Esuna, as most of the Beasrmas- 
ter s charges will inflict status ail¬ 
ments on your party. The 
Beastmaster himself is of little 
concern—take out the monsters 
first. 



MEMBERS 


J 

JOB (NAME! LEVEL 

A-ABILITY 

A-ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

A 

Ahriman 

7 

Stare 

- 

- 

- 


B 

BeastmasteT (Belvay) 

6 

Control 

White Magic 


- 

Black Querta, Feather Cap, Power Sash 

C 

Floateye 

5 

Gaze 

- 

- 


— 

D 

FI oat eye 

6 

Gaze 

- 

Counter 

- 

- 


CHMT] 

RANK 3 U 

ESEflT ROSE EEo 19 

■ ininaini i ■ GDT0R sANDS 

WHEN9fiH£SaS 

Huntmoon, after clearing Mission 016 

WHERE 

Any pub 

TIMELIMIT 

15 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENT 

Flower Vase 

REWARDS 

40 AP, 30 CR Blue Rose 


DEATH Blr* FIVES 

If any of your units have an expe- 
rience level that is divisible by 
five, have them sit this battle out. 
The Sprite know's LV5 Death, 
which is a one^hit-kili ability for 
such units. 



G CLAN 
MEMBERS 


JOB INAME) LEVEL 

Sft-aBsafri 

STABILITY | 

iR-ABlUTtSa 

STABILITY 

EQUIPMENT 

Antuon 

19 

Sandstorm 1 


Counter 

— 


Antiion 

19 

Sandstorm 

— 

Counter 

- 

- 

Red Panther 

21 

Rake 

- 

- 

Reveal 

- 

Sprite 

18 

Trick 

— 

- 

Weapon Def+ 


Jawbreaker 

19 

Adhere 


- 

- 

- 

Red Panther 

19 

Rake 

— 

— 

Reveal 

— 



E~Dl F l t ]J I 
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PHI F1UH T9 111 fPl P rasa fe* 1 

RANK 3 

IlULlNlJ InUUDLL MSM 

KUDJK PEAKS 

WHEN 

1 After clearing Mission 012 

WHERE 

| Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

| Defeat all enemies! 

REQUIREMENTS 

REWARDS 

| 9,000 Gif 40 AF; 30 CP 


oi f I I I I -I T T 


Van 


Ei 



MEMBERS 


LICHTninC CRASHES 


The Cream absorbs Lightning, so 
fight it with a different type of 
magic. (Physical attacks are fairly 
useless against the creature.) Tf 
you have a Blue Mage that knows 
Learning, this is a good time to 
teach him some skills. 


JOB (NAME) 

LEVEL| 

(iA- ABILITY | 

A ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

Red Panther 

13 

Rake 

— 

Counter 

- 

— 

Cream 

14 

Scorch 

— 

— 

Geomancy 

- 

Red Panther 

15 

Rake 

— 

— 

- 

- 

Red Panther 

IS 

Rake 

— 

“ 

— 


Coeurl 

16 

Scratch 

— 

— 

Reveal 

— 


EMM F] 

RANK 4 1 J 

LESH & BONES SS E9 

BAGUBAPGRT 

whenHHH 

After clearing Missions 016 Si 105 

WHERE 

Ary pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat afl enemies! 

REQUIREMENTS 

— 

REWARDS 

18,000 Gil, 40 AR 40 CFJ Tiger Hide 



FORBID miSSILE 

The enemy clan consists mostly of 
long-distance attackers. If you 
fight with the Missile law in place, 
you can forbid their attacks and 
win the battle handily. Steal some 
equipment while you’re at 1 l. 


JOB (NAME) LEVEL A-ABILITY A-ABIUTY 8-ABILITY S-ABIUTY EQUIPMENT 

II III MM 111 II I I III II II1TTTII I hi I Mill I 


Thief 

19 

Steal 

IMinja Skill 

- 

Double Sword 

Rondell Dagger, dock Knife, Judo Uniform, Bracers 

Gunner 

20 

Gunmanship 

Item 

- 

Concentrate 

Outsider, Chain Plate, Battle Boots, Fortune Ring 

Thief 

20 

Steal 

Stunt 

Damage >MP 

- 

Jambiya, Survival Vest, Gauntlets 

Hunter 

21 

Hunt 

Battle Tech 

- 

Concentrate 

Fey Bow, Survival Vest, Spiked Boots, Scarab 

Hunter 

20 

Hunt 

Fighter Tech 

— 

— 

Cranequin, Headband, Chain Plate 

Archer 

20 

Aim 

Corner 

- 

Concentrate 

Nail Bow, Cachusha, Brigandine 


■D PI 

RANK 2 1 1 

M1 SONG HH Si 

WHEN 

After clearing Mission 018 

WHERE 

MuscadetPub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

16,000 Gii, 40 AR 40 CR Trichord 


protect LEflnan 

If Leanan the Summoner falls in 
battle, the mission will be lost. 
Protect her with the Paladin's 
Cover, then leave a Defender by 
her side to ward off enemy 
attacks. The Sprite and the Tita- 
nia are your biggest concerns. 



1 JOE {NAME) 

LEVEL 

A-ABJUTY 

A-AB1LITY 

R^ ABILITY 

S-ABIUTY 

Equipment 

1 

Titanla 

24 

Ffuoresce 

— 

- 

- 

— 

Sprite 

23 

Trick 

- 

- 

- 

- 

Maiboro 

23 

Stench 

— 

— 

— 

— 

Firewyrm 

23 

DragonbJaze 

— 

— 

— 

— 

Red Panther 

24 

Rake 

— 

— 

Reveal 

— 

So rrmoner (Leanan) 

15 

Summon Magic 

“ 

— 

— 

Cure Staff, Cachusha, Silken Robe 


tit w \ n t rTrn~rT"Trn'n it i imi.i n m 































































































































WHERE 


Any pub 


TIME LIMIT 


25 days 


OBJECTIVE 

REQUIREMENTS 

REWARDS 


Defeat all enemies! 


1,600 Gil, 40 AF; 40 CR White Flower 


FIGHT BACK 

Although all of the enemies have 
A-abilities, they almost always 
strike with normal attacks. If you 
have the Counter, Strikeback or 
Reflex abilities, make sure they 
are active before you enter the 
fray. 



JOB (NAME) LEVEL A-ABILITY A-A6ILITV R-ABILITY S-ABILITY EQUIPMENT 


Antiion 


Sandstorm 


- 

— 


Goblin 

6 

Punch 

— 

- 

— 

— 

Antiton 

6 

Sandstorm 

- 

- 

- 

- 

Antiion 

5 

Sandstorm 

- 

” 


— 

Red Cap 

1 

Hit 

- 

- 

- 

- 



WHEN 
WHERE 
TIME LIMIT 


After clearing Mission 023 and talking to Ezel 
Cadoan Pub _ 

25 days 


OBJECTIVE 

REQUIREMENTS 

REWARDS 


Defeat all enemies! 


34,000 Gil, 40 AP r 40 CR Amber, Allmighty Card 


WHAT AILS YOU 

Try to have status ailments and 
Time Magic forbidden when you 
enter the fight* The enemies in 
this mission are all very powerful. 
Bring along your strongest 
units—Assassins and Sages 
work especially well. 



J 

JOB (NAME) . 

LEVEL 

A-ABILITY 

E& ability I 

R-ABILITY 

HfeiilnM 


A 

Sniper 

28 

Sharpshoot 


Auto-Regen 

— 

Hunt Bow, Headband, Judo Uniform, Battle Boots 

B 

Red Mage 

27 

Red Magic 

Lunge Tech 

Absorb MP 

Magic Powr 

Estoc, Wizard Hat r Survival Vest, Magic Ring 

C 

Time Mage 

28 

Time Magic 

Alchemy Skill 

Last Haste 

Immunity 

Stardust Rod, Wizard Hat, Blaze Robe, Magic Ring, 


Gunner 

26 

Gun mans hip 

Charge 

Last Quicken 

- 

Lost Gun, Gaia Gear, Bracers, Battle Boots 


Defender 

25 

Defend 

Monk Tech 

Last Berserk 

Shialdhearer 

Lohengrin, Flame Shield, Cross Helm, Carabini Mail 


Ninja 

27 

Ninja Skill 

— 

Last Haste 

Double Sword 

Ashura, Murasame, Ninja Gear, Bracers 


Bmp, 

RANK 3 1 J 

bison m:m‘ H ip 



WHEN 

Kingmoon, after clearing Mission 019 

WHERE 

Sprohm Pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

7,000 Gil, 40 AP, 20 CP, Helje Key 


mflcic mission 

The baddies all have high 
Weapon Defense ratings, so rake 
them out with magic. Their Dia¬ 
mond Heims and Armors have 
good stats, so you might want to 
put everyone to sleep and swipe 
the gear. 



6 CLAN 
MEMBERS 


JOB INAMEI 

LEVEL 

A-ABILITY 

BMH 

R-ABILITY 

■&ABIUTY 1 

EQUIPMENT 

Templar 

23 

Sacred Tech 

Prayer 

Bonecrusher 

Half MP 

SaveTheQueen, Diamond Helm, Diamond Armor, Gauntlets 

Defender 

25 

Defend 

Spellblade Tech 

— 

Weapon Def+ 

El Crd Sword, Diamond Helm, Diamond Armor, Bracers 

Templar 

24 

Sacred Tech 

Dragon Tech 

— 

Weapon Atkr 

Kain's Lance, Diamond Helm, Diamond Armor, Gauntlets 

Defender 

23 

Defend 

Monk Tech 

Last Berserk 

Shieldbearer 

Defender, Aegis Shield, Diamond Helm, Diamond Armor 
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WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


, After clearing Missions 010 & 114 



Destroy all targets! 


7,000 Gil f 40 AF; 40 CP 


ATTRIBUTED 

The Odd Statues are immune to 
attribute attacks (Fire, Ice* etc,), 
so you cant attack them with 
Black Magic or any weapon that 
has such an attribute. Equip at 
least one member with a weapon 
that can take out the statues. 


JOB {NAME) LEVEL A-ABfLITY A-ABILITY R-ABfLlTY I Ms -ABILITY EQUIPMENT 



Statue!Odd Statue) 

1 

— 


- 

- 

- 

Statue (Odd Statue] 

1 

— 

— 

- 

- 

- 

Toughskin 

13 

Debilitate 

- 

— 

- 

- 

Lilith 

14 

Poison Fang 

— 

Block Arrows 


— 

Titania 

11 

Fluoresce 

— 

— 

Weapon Atk+ 

— 

Lamia 

13 

Song 

— 

— 

Weapon Deft 

— 



c™ok| m 

'* ' ]—- J 

WHEN 

After clearing Mission 022 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat ali enemies! 

REQUIREMENTS 

— 

REWARDS 

18,000 Gil, 40 AP, 40 CP, Sketchbook 


STICKY FinCERS 

The Thieves will take your sniff. 
You can forbid Steal to stop 
them, but the second Thief has 
Dark Gear and Thief Armlets. 
Use Maintenance if you plan on 
stealing his equipment and dont 
want yours taken first. 



1 

JOB INAMEI 

LEVEL 

AABILITY 

A-ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

A 

Archer 

29 

Aim 

Battle Tech 

- 

Concentrate 

Thorn Bow, Survival Vest, Spiked Boats 

B 

Thief 

29 

Steal 

Gun mans hip 

Last Haste 

Concentrate 

Scramasax, Headband, Survival Vest, Thief Armlets 

C 

Animist 

28 

Call 

Stunt 

- 

Shieldbearer 

Black Quena, Round Shield Rrigandine, Fortune Ring 

1 

Thief 

28 

Steal 

Black Magic 

Absorb MR 

Geomancy 

Khukuri, Dark Gear* Thief Armlets, Dash Boots 

Jelly 

29 

Melt 

- 

Counter 

— 

— 


SHOWDOWN! 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


"clearingMissions018St 066 



Defeat all enemies! 


36,000 Gil, 40 AR 35 CP 



6 CLAM 
MEMBERS 


LOnC-RflnCE REUELRY 


Your Assassin foe doesn't carry a 
weapon, but she can still use Lasr 
Breath to eliminate your clan 
members. Take her out first from 
long range—Black Mages and 
Snipers work well for the task. 


| JOB {NAME) 

LEVEL 

A-ABILITY 

A-ABILITY 

R-ABILITY 

S-ABILITY EQUIPMENT 

Assassin 

Z4 

Corner 

— 

— 

Shieldbearer 

benjt Shield, Ninja Gear* Gauntlets* Battle Boots 

Alchemist 

23 

Alchemy Skill 

- 

- 

Magic Pow+ 

Sage Crosier Gaia Gear, Magic Ring 

Dragoon 

23 

Dragon Tech 

- 


Weapon Atk+ 

Katn's Lance* Cross Helm* Platemail* Spiked Boots 

Paladin 

24 

Chivalry 

Item 

— 

Monkey Grip 

Vigilante, Aegis Shield, Cross Helm* Carabini Mail' 

Mog Knight 

23 

Charge 

Gunmans hip 

- 

Geomancy 

Kwigon Blade, Opal Shield, Opal Heim* Opaf Armor 

Summoner 

23 

Summon Magic 

i_Z 

— 

Half MP 

, Pure Staff* MistLe Robe, Scarab 
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IT ranPl 

ii iiUniiV KJI 

■ 11 ,,,,M ■ JAGDDQRSA 

WHEN 

After clearing Mission 013 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE | 

Defeat all enemies! 

REQUIREMENTS | 

— 

REWARDS 

7,000 Gil, 40 AR 35 CP 



SOLAN 

MEMBERS 


THIEUES mUY\ 


Hit Again is a good mission for 
Thieves—both the Thief Armlets 
and the Fortune Ring are rare 
and useful items. Since its in a 
Jagd, you'll have to watch your 
back at all times. Bring at least 
two characters who can revive 
fallen friends. 


JOB (NAME) LEVEL A-ABILITY A-ABILITY R-ABILITY S ABILITY EQUIPMENT 


H Gunner 

17 

Gunmanship 

■ 

Last Haste 

Concentrate 

Longbarrel, Green Beret, Chain Plate, Spiked Boots 

3 Blue Mage 

17 

Blue Magic 

- 

- 

Immunity 

Harpe, Adaman Vest, Spiked Boots 

H Ninja 

16 

Ninja Skill 

- 

Last Haste 

Double Sword 

Petalchaser, Ninja Knife, Power Sash, Bracers 

HfiedMage 

16 

Red Magic 

Sharpshoot 

Aulo-Regen 

Magic Powt 

Flamberge, Wizard Hat, Minerva Plate 

aihiet 

15 

Steal 

—ran 1 


ShieldOearer 

KhuKuri, Hound Shield, Survival Vest, Thief Armleta 

gBIackMage 

16 

Black Magic 

- 

- 

Geomancy 

Chill Rod, Flurry Robe, Fortune Ring 




oasis nines 


WHEN 
WHERE 
TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 


I After clearing Mission 005 


Cadoan Pub 


Defeat all enemies! 



REWARDS 


4,600 Gil, 40 AR 35 CP, The Hero Gaol 


SrMKE CHARI 71 ERS 

The Lamias love to give your dan 
members status ailments. To min 
their day, bring along a couple of 
people who know Esuna and 
someone who can use items. Also 
equip a Scarab if you have one. 



JOB (NAME) 

LEVEL 

A-ABILITY 

A-A Bill TV 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

Lamia 

9 

Song 

— 

— 



Lamia 

9" 

Song 

“ 

“ 

- 

— 

Lamia 

8 

Song 

— 

“ 

— 

— 


RANK 3 ^ 

nemrp mi nr —a BTU 

IjjIJMd rtiUr ■iwam.i » -M 

' n TUBOLA CAVE 

WHEN 

After clearing Missions 020, & 046 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Destroy all targets! 

REQUIREMENTS 

“ 

REWARDS 

18,000 Gil, 40 AP 35 CP 


VTflRn TO LEARfl 

If you have a Blue Mage, bring 
him and teach him Angel Whis¬ 
per, Mighty Guard, Blowup and 
Roulette. Cast Auto-Raise on 
your Mage so Roulette doesn’t 
KO him, and use a Beastmaster 
to control the monsters. 


JOB (NAME) 


utama 


27 


A-ABILITY A-ABILITY 


Huoresce 


R-ABILITY 


S ABILITY ■ EQUIPMENT 


Weapon Atk+ — 




I Statue I Odd Statue 1 


■ Statue? iQdd 1 Statue! 


El Ah rim an 


24 


Gaze 


Weapon Atk+ 


[Bomb 


25 


llcedrake 


26 


Blaze 


Icewyrm 


Counter 



wmm i 


i ti iru ttinnT 


i i mi ii n it i u i rnn i ini tn.ni rn it r i n rrrT-rrr 11 11 m iirmT-nn'-ri 

















































































































22,000 Gil, 40 AP, 35CP, JagdHelje icon 


CRAZY mACtS 

The mages and Bishop will cause 
you lots of trouble* Try to inflict 
Berserk or Silence on them so 
they don't use magic t and make 
sure that Time Magic is outlawed 
at the beginning of the fight* 



JOB (NAME) 

LEVEL A-ABILITY 

A-ABILITY 

R-ABILITY 

S-ABILITY 


Time Mage 

25 

Time Magic 


- 

ShieJdbearer 

Stardust Rod, Round Shield, Black Robe 

White Mage 

27 

White Magic 

Alchemy Skill 

- 

Turbo MP 

Snake Staff, Mrstle Robe, Scarab, Magic Ring 

Black Mage 

26 

Black Magic 

Blue Magic 

Return Magic 

Turbo MP 

Flame Rod, Blaze Robe, Black Hat 

Gadgeteer 

26 

Pandora 

— 

Damage > MR 

- 

Hard Knuckles, Thief Hat, Gaia Gear 

Efementalist 

28 

Spirit Magic 

Reef Magic 

Absorb MR 

Magic Pow+ 

Silver Rapier, Magus Robe, Magic Ring 

Bishop 

25 

Prayer 

— 

* 

Half MP 

Cure Staff, Juclo Uniform, Gauntlets 


■nr 

HANK 3 

y ni rmTMM tsmm ■"% 

ATLUnflllUN E33EE3 

G0T0R SANDS 

WHEN 

After clearing Mission 016 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

40 AP, 35 CP, Jagd Ahli icon 



DEATH, PARTY OF HUE 


Don't bring any units who have 
an experience level that is a mul¬ 
tiple of five- If you do, the mon¬ 
sters will cast Lv5 Death and 
eliminate them in one blow. Oth¬ 
erwise, the battle is fairly 
straightforward. 


JOB (NAME) LEVEL A-ABILITY 

■ilia 

R-ABILITY 

S-ABILITY 


Coeurl 

18 

Scratch 

- 

- 

Reveal 


Ice Flan 

20 

Chill 

- 


Weapon Atk+ 


Jawbreaker 

18 

Adhere 

— 

— 

— 

— 

Grenade 

19 

Boom! 


“ 

Weapon Atk+ 

— 


RANK 3 

DAMON’S HID SlO 

DEUA DUNES 

WHEN 

After clearing Missions 01/& 102 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat the boss! 

REQUIREMENT 

Wyrmstone 

REWARDS 

31,800 Gil, 40 AP, 40 CP Ozmonfield icon 


mfllL CALL 

Bring a Thief and steal the Genji 
Shield, Genji Armor and Dragon 
Armor* Bring along a Dragoon or 
a Beastmaster to rake out the 
Dragons. Eliminate the enemy 
Dragoons with magic once you 
have their armor* 





W3MESM 

A-ABILITY 

R-ABILITY 


Dragoon 

21 

dragon Tech 

- 

- 

Shieldbearer 

Restorer, Genji Shield, Genji Armor 

Icecfrake 

20 

Icewvrm 



— 

- 

Firewyrm 

19 1 

Dragonblaze 

— 

— 

— 

— 

Thundrake 

21 

Dr ay unbolt 

— 

— 

— , 

— 

Dragoon 

22 

Dragon Tech 

i_Z 

Last Berserk 


i Trident, Cross Helm, Dragon Mail 
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Any pub 


Defeat the boss! 


Rabbit Tail (used) 


27,000 Gil, 40 AP, 30 CR Ally Finder2 


After clearing Missions 024 & 19? 


STOnE COLD 

Meow the Coeurl can petrify your 
units. If that happens, dear the 
status ailment by casting Esuna 
or using a Soft. Since there is 
only one enemy, try to put it to 
sleep or KO it with a single blow 
from an Assassin, 



i 

JOB (NAME) LEVEL A-ABILITY 

A-ABILITY R-ABILITY S-ABILITY 

EQUIPMENT 

Coeurl (Meow) | 35 | Scratch 

| Block Arrows | Reveal 

1- 1 


bei pi 

RANK 2 1 1 

m/i TU1PP Msmm W V 

JWL liiltr 

WHEN 

After clearing Mission 002 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

— 

REWARDS 

3,600 Gil, 40 AP, 30 CP 


STUCK on you 

Fowl Thief comes up pretty early 
in the game, so you wont have a 
lot of options as far as jobs are 
concerned. Bring an Archer who 
knows Aim: Legs to pin 
Dabarosa to the ground, then 
take him out with Black Magic, 



3 CLAN 
MEMBERS 


JOB (NAME) LEVEL A-ABILITY II A-ABILITY R-ABILITY 


, j Thief {Dabarosa)] 


7 


Steal 


Counter 


S-ABILITY 

m 


EQUIPMENT 


eaponDef+] Khukun, Survival Vest, Gauntlets 



WHEN 
WHERE 
TIME LIMIT 
OBJECTIVE 


After clearing Mission 002 and reading the Area Freed! rumor 
Cyril Pub " 


Defeat all enemies! 


REQUIREMENTS 


REWARDS 


2,400 Gil, 40 AP, 50 CP 


TAKE THE CURE 

Take out the White Mage first 
thing—otherwise he will keep 
restoring his party's HP and cur¬ 
ing their status ailments. If you 
get a chance, steal his Magic Ring 
and Silken Robe. 


JOB (NAME! BILEVEL A-ABILITY A ABILITY 


| White Mage 


■Thief (Warose) 


I Warrior 


White Magic 


Steal 


Battle Tech 


R-ABILITY 


Counter 

Counter 


S-ABIUTY EQUIPMENT 


White Staff, Silken Robe, Magic Ring 

Khukuri, Survival Vest _ 

Falchion, Bronze Helm, Bronze Armor 
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RANK 4 ll 

SVENS OSIH H U 

WHEN 

After clearing Mission 002 and reading the Our Heroes! rumor 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

6,400 Gil, 40 AP, 30 CP 



PLAY IT smflRT 

The Paladin can counter physical 
attacks, and the Black Mage can 
reflect magic* Save yourself some 
grief by attacking the Paladin 
with magic and the mage with 
weaponry* 



■ 

JOB (NAME). 

LEVEL 

A-ABILITY 

■&ABILITV | 

R-ABILITY 

S-ABILITY 


A 

Paladin (Raven) 

9 

Chivalry 


Counter 

Monkey Grip 

Diamond Sword, Opal Shield, Opal Armor 

£ 

Black Mage 

8 

Slack Magic 

Blue Magic 

Return Magic 

- 

Thunder Rod, Wizard Hat, Thunder Robe 



WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


After clearing Mission 006 and reading the Borzoi's Plan rumor 


Sprohm Pub 


Defeat all enemies! 


7,000 Gil, 40 AP, 30 CP 



6 CLAN 
MEMBERS 


THREE in IHATCH 


Since you're going up against 
three mages, try to set the laws so 
Color Magic is forbidden* If you 
can't, cast Reflect on your own 
units and take the mages on with 
Fighters and any Bangaa in your 
clan. 


JOB (NAME) 

LEVEL 


WEMMMM 




White Mage {BataliseJ 

10 

White Magic 

- 

- 

Shieldbearer 

Pure Staff, Opal Shield, White Robe, Fortune Ring 

Red Mage (Hejaat) 

12 

Red Magic 

Spirit Magic 

- 

Turbo MP 

Madu, Feather Cap, Minerva Plate, Magic Ring 

Black Mage (Solitaire] 

11 

Black Magic 

— 

- 

Geomancy 

Terre Rod, Circlet, Magus Robe, Fortune Ring 



WHEN 
WHERE 
TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 
REWARDS 


After clearing Missions 006 & 071 


Sprohm Pub 


Defeat all enemies! 


6,000 Gil, 40 AP, 30 CP 


rhtgs nno thiiigs 

The enemy Black Mage has an 
Angel Ring an incredibly rare 
item that blocks a number of sta¬ 
tus ailments and bestows Auto- 
Life on the wearer. Don't leave 
the battle until you steal it. 



4 CLAN 
MEMBERS 


JOB (NAME) LEVEL 

A-ABILITY A-ABILITY 

R-A8IL1TY 

S-ABILITY 


Sniper fBishon)i 

15 

Sharpshoot 

Aim 

“ 

Concentrate 

Hades Bow, Brigandrne, Bracers, Spiked Boots 

Tima Mage (SteTfliz)| 

12 

Time Magic 

White Magic 

- 

- 

Sleet Rod, Wizard Hat, Chain Plate, Magic Ring 

Black Mage 

12 

Black Magic | 

z, 


Turbo MP 

Firewheel Rod, Magus Robe, Angel Ring 
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RANK 4 B 

03201HLL1NI 

[J 

CANCEL: OK 

ja 

II 



WHEN 

After clearing Missions 006 Si 072 

WHERE 

Cyril Pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

Combat (Lvl 12) 

REWARDS 

7,200 Gil, 40 AP, 40 CP, Shijin Shield 


DOUBLE TROUBLE 

The enemy Fighter, Gukko, 
knows Double Sword, and hes 
armed with a pair of wicked 
blades. Take him out with long- 
range weapons or magic so you 
don't have to taste his steel. 



JOB (NAME) 

lEVELl 

A-ABILfTV 

A-ABILITY 

R-ABiiiTY 

■M 

EQUIPMENT 

Sniper 

13 

Sharpshoot 

Lunge Tech 

- 

Concentrate 

Cranequin, Adaman Vest, Spiked Boots 

White Monk 

11 

Monk Tech 

- 

- 

— 

Kaiser Knuckles, Chain Plate, Bracers 

Fighter (GukkoJ 

15 

Fighter Tech 

- 

- 

Double Sword 

Atmos Blade, Kwigon Blade, Chain Plate, Gauntlets 

White Mage 

13 

White Magic 

— 

— 

Shieldbearer 

Cure Staff, Bronze Shield, Silken Robe 


mmm ™ 

RANK 3 Uil 

nrmf watpu msm 6F if 

UUAN WAim nnanB^jP 

WHEN E 

Uter clearing Mission 006 and reading the Crime Ring rumor 

WHERE !4 

ladoan Pub 

TIMELIMIT | 

- 

OBJECTIVE | 

)efeat all enemies! 

REQUIREMENTS | 

- 

REWARDS | 

1,200 Gil, 40 AR 40 CP 


ICE ATTRIBUTE 

The Bombs are weak against Ice, 
so use Shiva, Freezeblink or the 
Blizzara family of magic to take 
them down. Watch out for the 
ones that know Counter—don't 
hit them with anything but 
magic. 



6 CLAN 
MEMBERS 


JOB (NAME) 

LEVEL 

A-ABIUTY 

A-ABILITY 

R-ABILITY 

S-ABILITY 

i .,.,1*— i - ■ — 

Bomb 

11 

Blaze 


- 

- 


Bomb 

10 

Blaze 

- 

Counter 

- 

— 

Bomb 

10 

Blaze 

- 

- 

- 


Bomb 

9 

Blaze 


Counter 

- 

- 

Bomb (Mombomb) 

14 

Blaze 


Counter 

Weapon Def+ 

— 


RANK 4 P) 

m mm\ m WM 

1,1,111 CADGAN 

WHEN 

After cl earing Mission 006 and reading the The Redwings rumor 

WHERE 

Cadoan Pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

2,400 Gil, 50 AP 50 CF! Red Robe 


GATHER ROUnD 

Check the Mog Knights before 
battle to see which one knows 
Damage > MP, then attack him 
with all of your characters until 
he falls. You must get in multiple 
attacks per turn to nullify the 
ability's effectiveness. 



■ 

JOB (NAME) 

Bam 

A ABILITY 

A-ABIUTY 

R-ABILITY 

S-ABILITY 


A 

Mog Kntght 

13 

Charge 

Stunt 

Damage >MP 

Concentrate 

Icebrand, Round Shield, Iron Helm, Platemail 

\1 

[Mog Knight 

12 | 

Charge 

Gunman ship 

- 

Concentrate 

Flametongue, Iron Helm, Adaman Vest, Gauntlets 





























































































lUiU 



Oefeat all enemies! 


4,600 Gil, 40 AB 30 CP. Fire Sigil 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


Any pub 




CANCEL: OK 


REPEAT: NO 


clearing Mission 007 and reading the Falgabird rumor 


FORBID CHARGE 

The three Mog Knights all know 
Charge, so make sure the ability 
is illegal before you start the 
fight. If you do, you can take out 
Mai iris without worrying about 
her Moogle pals — just watch for 
the one who knows Steal 


JOB (NAME) LEVEL A-ABILITY A-ABILITY R-ABILiTY 5-ABIUTY EQUIPMENT 


| Mag Knight 12 


Charge 


Steal 


Irebrand, Bi arize Helm, Brcwe Armor 


Mag Knight 

Lamia (MalirSsJ 


10 


Charge 


Calf 


Counter 


Atmos Dlade, Chain Plate, Gauntlets" 


13 


3 Mug Knight 


Sung 

“Charge 


Black Magic 


Geumancy 


Shadow Blade, Flame Shield, Ariaman Vest 




BAG DBA PORT 


WHEN 

WHERE 

TIMELIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


| After dealing Mission 012 & reading the The Spiritstono rumor 


Baguba Pub 


Defeat all enemies! 


2,400 Gil, 50 AF! 50 CP, Delta Fang 


Down ffllD DIRTV 

Liliths are dirty fighters, relying 
almost exclusively on attacks that 
cause status ailments. Prevent 
the attacks from hurting you by 
bringing along someone who 
knows Esuna and equipping the 
proper items. 



JOB (NAME) LEVEL 

A^ABtUT? 

INABILITY j 

■r-ability | 

■S-AilLITlgy 

EQUIPMENT 

Lilith (Cindy) 

13 

Poison Fang 

- 

- 

— 

— 

Lilith (Mindy) 

19 

Poison hang 

— 

—- 

Weapon Atki 

- 

Lilith (Sandy) 

20 

Poison Fang 

- 

- 

— 

— 


i 




MISSION 078 







i A REPtAT: NU 


Bffl 


WHEN 
WHERE 
TIME LIMIT 

HjJCTIVE | 
REQUIREMENTS 
REWARDS 


clearing Mission 012 and reading the The Sages rumor 


DBtaat all enemies! 


18,GOD Gil, 40 AFJ 30 CP, Water Sigil 


COOL RS ICE 

Kraken knows lUizznga and will 
use the ability often. If you have 
any gear that can absorb or nul¬ 
lify ice attacks (such as an lee 
Shield or Flurry Robe), bring n 
along. Also cast Shell to prevent 
the magic from working. 



i 

I f 

»j 


JOB (NAME) 

LEVEL 

A-ABUITV 

A-ABILITY 

R-ABILITY 

STABILITY 


Muij Knight 

17 

Charge 

Gunmanship 

- 

Guunmr icy 

Sun Bfade, Bronze Shield, Bronze Helm, Gold Ai mm 

Moq Knight 

14 

Charge 

Guiimanshifi 

- 

Geomancy 

Shadow Dlade, Bronze Holm, PliUomml, Rrocers 

Ice. Finn (KrafcenJ 1 

20 

Chill 

- 

- 

Weapon Atk+ 

— 

Moq Knight 

18 

Chaiyu 

Gunman ship 


Geomancy 

An Blailn, Round Shield, Cross Helm, Platemaif 


~TI TTTTT I j i 1 IF ii n i - CD r iL.LL~m di l m i li i-_r~ri i i i i i n w m o ED i 1 1 i n n m~ m i Vr 1 1 a i irrrT~nr rri i 
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RANK 4 V 

KORIMGWOOD 

WHEN 

After clear Mission 012 and reading the The Sages rumor 

WHERE 

Any pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

18,000 Gil, 40 AR 30 CR Wind Sigil 


cun RunnERs 

Any rime you see a list of enemies 
who know the same abilities, it s 
time to break our the Law cards! 
Ban Gunmanship before the bat¬ 
tle starts to gain a huge advan¬ 
tage. Also bring a Dragoon along 
to deal with Tiamat. 



JOB (NAME) LEVEL 

A-ABILITV 

A-ABILITY 

R-ABILITY 

S-ABILITY 


Mog Knight 

14 

Charge 

Gunman ship 


Geomancy 

Air Blade, Round Shield, Iron Helm, Iron Armor 

Mog Knight 

14 

Charge 

Gunmanship 

- 

Geomancy 

Icebrand, Round Shield, Iron Helm, Iron Armor 

Thundrake (Tiamatl 

16 

Dragonboit ! 

- 

- 

Geomancy 

- 

Mog Knight 

15 

Charge 

Gunmanship 

— 

Geomancy 

Atmos Blade, Round Shield, Iron Helm, Platemail 


“5“ EMTH SIBIL 






REPEAT: NQ 

u 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


After clearing Mission 012 and reading the The Sages rumor 


Defeat all enemies! 


13,000 Gil, 40 AP, 30 CP, Earth Sigil 



6 CLAN 
MEMBERS 


UUrtLKinC DEAD 


Bring a White Monk who knows 
Exorcise to take care of the Zom¬ 
bie while your units concentrate 
on the Moogles. If you ban status 
ailments before the fight, you 
won't have to worry about the 
Stunt abilities. 


JOB INAMEI LEVEL 

A-AB1UTY 

A-ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

Zombie (Lich) 

19 

Rot 

- 

Counter 

- 

— 

Mog Knight 

17 

Charge 

Stunt 

— 

Concentrate 

Atmos Blade, Round Shield, Bronze Helm, Platemail 

Mog Knight 

17 

Charge 

Stunt 

- 

Concentrate 

Kwtgon Blade, Round Shield, Iron Helm, Iron Armor 

Mog Knight 

18 

Charge 

Stunt 

- 

Concentrate 

Air Blade, Round Shield, Iron Helm, Platemail 



WHERE 


5 AUKAWO 0 D 


Any pub 


TIME LIMIT 


OBJECTIVE 

REQUIREMENT 

REWARDS 


Defeat the boss! 

Spirrtstone 

22,600 Gil, 40 AP, 40CR Reaper Cloak 



fi CLAN 
MEMBERS 


ICE THE REDUlinCS 


The Redwings are a well-balanced 
dan without many weaknesses. 
Focus your initial attacks on the 
Paladin so he can't heal, then take 
out the Mog Knights. If you have 
a Black Mage, unleash him on 
the Defenders, 


JOB (NAME) 

LEVEL 

1 

[(-ABILITY 

HMitH 

EQUIPMENT 

Defender 

16 

Defend 

; Dragon Tech 

Last Berserk 

Shieldbearer 

Arch Sword, Ice Shield, Opal Helm, Platemail 

Mo g Knight 

14 | 

Charge 

Stunt 

- 

Concentrate 

Flametongue, Opal Shield, Opal Helm, Platemail 

Paladin (Gl asm) 

19 

Chivalry 

Aim 

- 

Weapon Def+ 

Diamond Sword, Iron Helm, Iron Armor, Gauntlets 

Mog Knight 

17 

Charge 

Gunmanship 

- 

Geomancy 

Atmos Blade, Opal Shield, Opal Helm, Platemail 

Defender 

15 

Defend 

Spell blade Tech 

Last Berserk 

Weapon Atk+ 

El Cid Sword, Cross Helm, Platemail, Bracers 


uzjpz-Tirjrv-Tn rrrrm MMamam rrrr-rr\ narrr TrrTrn n rrTi -rt rrrrrn rn mrr nTT 









































































































RANKS F] 

□rr ui repfl pryi hb IF M 

flLL MU jL/lUt I . iimuana ““ 

whenSJIEIE 

After clearing Mission 015 and reading the Weird Minstrel rumor 

WHERE 

MuscadetPub 

TIME LIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

2,400 Gil, BOAR 50 CP, HanyaHelm 


YQ\m\ 

Both of the Assassins have rare 
equipment. Put them to sleep 
with a Gadgeteer or Animist, 
then set your Thieves to work pil¬ 
fering their stuff. If you don't care 
about the gear, keep your dis¬ 
tance and strike with magic. 




■ 

1 

I 

p 

LEVEL 

A-ABILITY 

A-ABJLITY 

R-ABILITY 

STABILITY 


A 

Assassin (Celia) 

23 

Comer 

Sharpshoot 

— 

Concentrate 

Master Bow, Cachusha, Dark Gear 

B 

Templar (Silverlock) 

21 

Sacred Tech 

— 

Bonecrusher 

Weapon Atk+ 

Gae Bolg, Opal Helm, Opal Armor, Bracers 

C 

Assassin (Redy) 

22 

Corner 

Sharpshoot 

— 

Shieldbearer 

Masamune, Genji Shield, Dark Gear, Genji Armlets 


HUH FI 

RANK 5 1 I 

IDFlRXf rirVTI mmm VI 

jilliuiai ritivu mmi 


ULEI RIVtR 

WHEN 

After clearing Mission 015 and reading the Foreign Fiends rumor 

WHERE 

Any pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

18,000 Gil, 50 AR 30 CP 



FROGGY UJEnT R-F1CHT1IT 

The Queen Lamia attacks with a 
number of status ailments, Frog 
and Sleep being the most annoy¬ 
ing. If you know abilities that 
drain large chunks of HP (such 
as Downsize), use them near the 
beginning of the battle. 


4 CLAN 
MEMBERS 


S JOB {NAME) LEVEL A-ABILITY 

A-ABILITY 

R-ABILITY S-ABILITY EQUIPMENT 



3 Lamia (Queen Lamia f| 38 | Song 


Counter j Weapon Def+| — 


BDl PI 

RANK 5 1 1 

fKinnivf riFivm W 3* 

JnLlhIV rlLIYU bseegi HUB 

WHEN 

After clearing Missions 015 & 003 

WHERE 

Any pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 


REWARDS 

120,400 Gil, 60 AP,30 CP 


THE OnE-BLOU) KO 

Adamantoise is almost invincible 
against any kind of physical 
attack. Strike him with magic or 
send out an Assassin and see if 
he'll fall in one blow. The foe also 
knows Munch, so keep your dis- 
tance or you could lose a weapon. 



4 CLAM 
MEMBERS 


JOB (NAME! LEVEL A-ABILITY A-ABILITY i-ABILITY STABILITY EQUIPMENT 


| 38 j "Crush 


[Dlock Arrows | Weapon Atk+[- 























































































BN FUEL 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


• .^CANCEL: OK | 
JjJ£PEAT:Ny 

After clearing Missions 015 & 084 I 


Any pub 


Defeat alf enemies! 


22,600 Gil, 70 AP r 30 CP 


hardy monsTERs 

Ochu and Neochu both have very 
high HP and good Weapon 
Defense and Weapon Attack* Use 
Demi, Quarter or a one-hit KO 
ability such as Death to take out 
the monsters. 



4 CLAN 
MEMBERS 


1 

JOB (NAME) LEVEL A-ABIUTY A-ABIUTY 

—Kami— 

S-ABILITY 

EQUIPMENT 

A 

Big Mai boro (Neoctiu) 42 

Reek 

- 

Block Arrows 

Weapon Atkr 


B 

Ma!borQ(Ochu) 36 

Stench 

- 

Counter 

Weapon Def+ 



wmm ] 1 

RANK 6 JLJ 

1 ST STMD SS HI 

WHEN 

After clearing Missions 015 & 085 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

34,000 Gil, 80 AR 30 CR Dread Soul, Judge Coat 


HEAL UfHTlPIRES 

All Vampires take damage from 
Holy spells such as a White 
Mages Cure and life or a Sum- 
moners Madeen. Use the Holy 
spells on the Dread Lord to 
knock him out quickly with bril¬ 
liant light. 




fca&UH 


TV 

R-ABILITY I| STABILITY EQUIPMENT 1 

EM^mpire (Oread Lordfl 46 j 

lllude 


[ Block Arrows [ Weapon Atk+| — ! 




JOB (NAME) LEVEL A-ABIUTY ] • 


I Vampire (Gutskor) 33 


Me 


I Ic^drake fArchaerfemofil| 


Icewyrm 


Counter 


lAhriman (Apanda) 


Glare 


Weapon Atk+ 


lAhriman (Apanda) 


Glare 


Weapon Atk+ 


I Ice drake iAr cha^rlEmc : i| 3 4 


Icewyrm 


Counter 


□nE CHnncE 


If you fail Free Berveniah you 
won t get another chance to liber¬ 
ate Bervenia Palace, so level up 
your units before attempting the 
mission. Equip your White Mage 
with an Angel Ring if you have 
one, then defeat the Ahriman with 
Roulette as quickly as you can. 


“S™ FflEE BEflVEM! 


CANCEL: OK 


REPEAT: JVO 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


After clearing Mission 024 and reading the Gukko's Return rumor 


Defeat all enemies! 


2,400 Gif SOAR 50 CRRukavi Soul 

































































































RANK 1 

HE WOftLDWVHMB ES 

1 RODA VOLCANO 

WHEN 

After clearing Mission 024 

WHERE 

Any pub 

TIME LIMIT 

— 

OBJECTIVE \ 

Defeat the boss! 

REQUIREMENTS 

— 

REWARDS 

22,600 Gil, 40 AR 20 CR Ogma's Seal, Allmighty card 


DEmi for ocmR 

Ogma the ancient Thundrake 
has 600 HP and a very high 
Defense, One of the quickest 
ways to take out your scaly foe is 
by casting the powerful Demi 
spell on it. 




JOB (NAME) 


LEVEL 

A-ABIUTY 

A-ABILITY II R-ABILITY S-ABILITY EQUIPMENT 


1 46 | 

| Dragonbolt | 

— | Geomancy | — 


RANK 5 Ml 

BOGLE BfllDE ¥SH K3 

materiwood 

WHEN J ■ 

^fter clearing Missions 024 & 033 

WHERE 

<\ny pub 

TIMELIMIT 

- 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

18,000 Gil, 40 AP, 10 CREsteroth 



FORBID STATUS 

The enemy units have a whole 
collection of nasty status-ailment 
attacks waiting for you. Engage 
your foes when the World Law 
forbids Status to disable a large 
share of your foes' attacks. 


6 CLAN 
MEMBERS 


mmm 

LEVEL 

A-ABILITY 

A-ABIUTY 

USABILITY 

S-ABILITY 


Time Mage 

30 

Time Magic 

Black Magic 

Return Magic 

Geomancy 

Flame Rod, Blaze Robe, Magic Ring, Fortune Ring 

Mog Knight IFteakerl 

34 

Charge 

Cali 

Counter 

- 

Venus Blade, Opal Shield, Gold Hairpin, Opal Armor 

Thief 

32 

Steal 

Gunmanship 

- 

- 

Jambtya, Green Beret, Ninja Gear, Dash Boots 

Black Mage 

31 

Black Magic 

Call 

Return Magic , 

- 

Terre Rod r Black Hat, Mistle Robe, Magic Ring 

Juggler 

32 

Stunt 

Cal!' 

Last Haste 

— 

Orichalcum, Mirage Vest, Red Boots 


GMMPl 

RANK £ LiJ 

LAN 1AW iSSi Oi 

0ZM0WFIELD 

WHEN 

After clearing Missions 024 & 089 

WHERE 

Any pub 

TIMELIMIT 

“ 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

13,600 Gil, 40 AP, 20 Cp Master Brave 


UJH1TE mAGE FIRST 

Many of the enemies have equip- 
ment that nullifies status ail¬ 
ments. Take out the White Mage 
first, or he will revive and heal 
any enemy units you attempt to 
knock out. 



6 CLAN 
MEMBERS 


m JOB (NAME) 

LEVEL 

A ABILITY 

A-ABILITY 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

EfSummonar 

38 

Summon Magic 

- 


Half MP 

Cheer Staff, Light Robe, Magic Ring, Fortune Ring 

S Paladin 

39 

Chivalry 


- 

Weapon Def+ 

Lohengrin, Opal Armor, Germinas 

W White Monk 

36 

Monk Tech 

- 

- 

Doublehand 

Cat Claws, Survival Vest, Bracers, Germinas 

3 White Mage 

37 

White Magic 

— 

Last Haste , 

Shieldbearer 

Spring Staff, Aegis Shield, White Robe, Fortune Ring 


35 

Sagacity Skill 

“ 

— 

Weapon Def+ 

Lotus Mace, Aegis Shield, Wygar, Scarab 
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RANK 5 LrJ 

H/LLLENGEfiS ? B D 

■HUBiiinna DEUA DUNES 

WHEN 

Af ter clearing Missions 017 & 152 

WHERE 

Any pub 

TIME LIMIT | 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS j 

— ' 

REWARDS 

18,000 Gil, 40 AR 30 CR Chtrijiraden 



4 CLAN 
MEMBERS 


DISABLE POUR FOE 

The enemy Fighters Strikeback 
ability hurts, so attack him from a 
distance or disable him. Use a 
dan Archer with the Aim: Arm 
ability to wreck the Fighters 
capacity to attack, then dose in 
for a quick victory. 


JOB (NAME) 


3 Fighter 


A-ABILITY 


A-ABILITY 


R-ABILITY 


S-ABILITY EQUIPMENT 


1 32 | Fighter Tech | Aim | Strikeback ] Weapon Atk+| Faraiba Blade, Bone Plate, Bracers, Dash Boots 




| MISSION 092 EM 

'HEUHIQHb p 

LEASED BfllDE H 

■ miTiinha eluutsands 

WHEN 

After clearing Missions 010 & 124 

WHERE 

Any pub 

TIME LIMIT 

- 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

— 

REWARDS 

8,200 Gil, 40 AP r 30 CP, Last Letter 


SnflP OUT OF IT! 

The meddling Lilith will attempt 
to charm and poison your units. 
If her charm attemps succeed, 
cure the affected unit with a spell 
or an item, or simply attack the 
unit to break the charm effect. 



J 

JOB {NAME! 

LEVEL ||A- ABILITY A-ABILITY R-ABILITY 

S-ABILITY EQUIPMENT 



| Lilith 

| 26 | Poison Fang | — | Block Arrows 

| Weapon Atk+| — 


"SF FUN lirlEM'IJUT! 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


After clearing Mission 015 


Defeat all enemies! 


13,600 Gil, 40 AR 30 CR Heretic Rod 



STICK TO ITMCIC 

Weapon attacks are completely 
ineffective against Flankind, so 
stick to magic attacks during Flan 
Breakout! If you have a Sum- 
moner or an Illusionist, forbid 
Color Magic during the battle. 



QPrD 


6 CLAN 
MEMBERS 


JOB (NAME) 

LEVEL 

mA-abilHO 

A-ABILITY 

■tgABILtf 


fee Flan 

25 

Chill 

- 

“ 

Weapon Atk+ 

- 

Jelly 

26 

Melt 

- 

Counter 

Weapon Def+ 

- 

Cream c 

24 

Scorch 

- 

- 

Geomancy 

- 

Ice Flan 

21 

Chill 

Block Arrows 

— 

Weapon Atk+ 

— 

Jelly 

24 

Melt 

— 


Weapon Def+ 

- 



TDLC MLT'.T—D,1 I I) IIHII I I. i' 1 n~T .~TTf*~l r IT : r; v ril mi FT 1 j~h m n I m il ,LLl IPOTTir 


Ti~n m i i. 
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RANK 3 


SOftftV, MEND 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


I After clearing Mission 020 



Defeat ail enemies! 


13,600 Gil, 40 AR 30 CP, Bangaa Helm 


RfinGED ATTACKS 

The enemy Jawbreaker has a very 
high Attack rating—its best to 
keep your distance from its 
strong mandibles. Attack your 
foe from a distance with offen¬ 
sive Black Mage, Summoner or 
Illusionist spells (not arrows). 


JOB (NAME) 


A-ABILITY 


A-ABILITY R-ABILITY S-ABILITY EQUIPMENT 


IJawbreaker 


| 34 | Adhere 


| Block Arrows I Weapon Atk+| 


JQ TT 1 V H ILUJ- 



ilc 




CANCEL: OK 


REPEAT: MO 


After clearing Missions 024,064 & 193 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


Any pub 


Defeat the boss! 


Rusty Spear (used) 


40,600 Gil, 40 AR 30CRMalbow 


DEITII DEUIISE 

Carrot the Malboro has very high 
HP, so taking it out with weapons 
can be a tedious task. Put Carrot 
to sleep, then use Demi or Death 
to blast the stinky beast. 




JOB (NAME) 

LEVEL 

A-ABILITY 

A-ABILITY 

B-ABIUTY 

S-ABIUTY 

mmm 


El Malboro (Carrot 

48 

Stench 

- 

Counter 

Weapon Def \ 

-j 


““ mow CLAN 



WHEN 

WHERE 

TIMELIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


r clearing Missions 024,065 & Q67 


Defeat the boss! 


30,000 Gif 40 AR 30 Cf> Ninja Tabi 


HEAUV FIGHTIHC 

Hanzou has high IIP and very 
good Weapon Defense and 
Weapon Arrack—as does the rest 
of the Shadow Clan. Put the N inja 
boss to sleep with an Animist or 
Red Mage, then use Death or Last 
Breath to take him out. 



MEMBERS 



JOB (NAME) LEVEL 

> 

> 

P 

53 

-< 

A-ABILITY 

ft-ABILITY S-ABILITY 

EQUIPMENT 

- 

Ninja fHanzou} 

43 

Ninja Skill 

Phantasm Skiff 

Auto-Regcn 

Turbo MR 

Ninja Knife. Black Hat, Dark Gear, Scarab 

B 

Ninja 

4) 

Ninja Skill 

Bfi rn Magic 

- 

Double Sword 

Nosada, Ninja Knife, Ninja Gear, Gen i Armints 

c 

Assassin 

41 

Corner 

Sharpshoot 

Return Fire 

- 

Nike Bow, Black Hat, Minerva Plate, Scarab 

m 

Assassin 

39 

Corner 

Sharpshoot 


Shieldbearer 

Kikuichlmonjk Gnnji Shield, IJiuk Hour, Genji Armlets 

gNtnja 

38 

Ninja Skill 

- 

Cum iler 

UuljIjIu Sword 

As hum, Kotetsu, Ninja Gear, Genjl Arm Jets 


1 li-LJi i"TTr~rri~~f i n .n B E a UE3 m in ir i rm n i i n i i i 









































































































WHEN 

WHERE 

TIMELIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


I After clearing Missions 024 & 284 


| Any pub 


Defeat the boss! 


Spiritstone (used). Bent Sword (used) 


22,600 Gil r 40 AP, 30 CP, Ebon Blade 


DEFEHSIUE FOE 

Dark Knight , like most Paladins, 
has a very high Weapon Defense. 
Rather than attacking him with 
melee force, wear him down with 
strong offensive magic from 
Black Mages, Illusionists or 
Summoners. 



[ 

JOB (NAME) ■: LEVEL A-ABILITY 

A-ABILITY 

ft-ABILITY 

STABILITY 

EQUIPMENT 

“1 

HPsladinlDark Knight) | 43 | Chivalry 

Blue Magic 

Auto-Regen 

Monkey Grip 

Vigilante, Dragon Mail, Bracers, Germinas 


RANK 6 T 

HE HERO BLADE iSH El 

*'*'*“■ *^ BAGUBAP0RT 

WHEN JMIBI 

After clearing Missions 024, 064 & 095 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

Rusty Sword (used), Mysidia Alloy (used) 

REWARDS 

27,000 Sil, 40 AP, 30 CP, Excalibur2 


SLEEPY TimE 

Buckles has some nice equipment 
that your clan could benefit from. 
Put your foe to sleep with an Ani- 
mist or Red Mage, then steal his 
equipment. Bring a clan Thief 
who is able to steal accessories, 
amor, helmets and weapons. 



4 CLAN 
MEMBERS 



JOB (NAMEI LEVEL AABILITY AABILITY R-ABILITY 

STABILITY 

EQUIPMENT i 

3TempiaHBuc.k!es) | 48 |$acredTech | Dragon Tech j Bonecrusher | 

| Weapon Atk+| 

Dragon Whisker, Genji Helm, Genji Armor, Genji Armlets 


MISSION 099 


RANK 6 


THE FEV HLMIE 


WHEN 

WHERE 

TIMELIMIT 


After clearing Missions 024 & 192 
Any pub 




31,600 Gil, 40 AR 30 CR Masamune 100 


BLinD YOUR FOE 

Gagat has the dangerous Counter 
R-ability. Put the enemy Gladiator 
to sleep, then attack from a dis¬ 
tance. You can also blind Gagat to 
decrease his hit accuracy, but if 
you attack him at close range, he 
can still counterattack. 



4 CLAM 
MEMBERS 


JOB (NAME) 

LEVEL! 

A-ABILITY 

A-ABILITY R-ABILITY STABILITY 

EQUIPMENT 


|Giadiatar (Gagat) | 49 [Spelfblade Tech | Dragon Tech | Counter [ Poublehand | Pearl Blade, Bone Plate, Genji Armlets, Gemmas 



EFMiiifti mm // 
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■ inii.iniiB RANDOM 


After clearing Mission 009 and Capturing five monsters 

WHERE 

Cyril pub 

TIME LIMIT 

20 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

8,800 Git, 40 AP, 30 CP 


nULUFV PETRIFV 

The enemy Coeurl will attempt to 
petrify your units during the 
Friend Run mission. Equip as 
many units as you can with the 
Ancient Sword to nullify Petrify, 
For all other units, use the Item 
ability and bring a few Softs. 



JOB (NAME) LEVEL 

BHiiiHilii ii | 

A-ABILITY 

HR- ABILITY | 

S-ABILITV 

EQUIPMENT 

Coeurl 

11 

Scratch 

— 

- 

— 

- 

Ahriman 

11 

Glare 

- 

- 

Weapon Atk+ 

- 

Big Malboro 

11 

Reek 



Weapon Atki 

- 

Red Cap 

11 

Hit 

— 

— 

Weapon A tk+ 

— 



CANCEL: OK 


REPEAT: NO 


After clearing Mission 004 


Any pub 


Defeat all enemies! 


WHEN 

WHERE 

TIME LIMIT 

OBJECTIVE 

REQUIREMENTS 

REWARDS 


BLOCK ARROWS 


The enemy Archer uses Charm 
Shot—an ability that has a 
chance to charm a unit. Dispatch 
units who have the Block Arrow 
ability to nullify Charm Shot, If a 
unit becomes charmed, cure it to 
break the spell 



JOB (NAME! LEVEL 

A ABILITY 

A-ABILITY 

R-A81UTY 

H S-ABILITY | 

EQUIPMENT 

TE£f 

7 

Steal 

Slack Magic 

Counter 

— 

Scramasax, Headband, Chain Plate 

Warrior 

8 

- 

Call 

- 

Monkey Grip 

Striborg, Bronze Shield, Adaman Vest 

White Mage 

6 


Gunmanshlp 

- 

- 

Guard Staff, Silken Robe 

Archer 

8 

- 

Call 

~ 

- 

Artemis Bow, Leather Garb, Battle Bouts 

Black Mage 

7 

- 

Call 

— 


Hod, Magus Robe, Fortune Ring 



,/u>}AK‘ m/flimr tsmssa KKi 

vitiMo AW/UltJY mmm 

WHEN 

After clearing Mission 017 

WHERE 

Any pub 

TIME LIMIT 

35 days 

OBJECTIVE 

Defeat ail enemies! 

REQUIREMENTS 

- 

REWARDS 

22,000 Gil, 40 AR 30 CP 


ELEmEnm made 


Dragons have naturally high 
Weapon Defense, so attack with 
offensive black. Phantasm or 
Summon Magic. Keep elemental 
opposites in mind—il you attack 
a monster using its element, the 
attack will heal, not harm. 



;H JOB (NAME) 

LEVEL 

A-ABILITY 

A-ABILITY 

R ABILITY 

S- ABILITY 

EQUIPMENT 

2 luRdrako 

71 

Jccwyrm 

“ 

- 



£ Frrewyrm 

?? 

Driigui tbJ iua 

- 


Weapon Atk+ 

— 

S Th undrake 

20 

Dragonboft 

— 

— 

Grcnmancy 

— 

! Thundrake 

21 

Dragonbolt 

~ 


Geomancy 

— 

= Firuwyrm 

19 

Dragonblaze 

- 

- 

Weapon Atk+ 



or n m i M ,u lit iHrTi"Tmu.ui ll r 
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RANK 2 ^ 
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‘™ RANODM 

WHEN 

After clearing Missions 020 & 063 

WHERE 

Any pub 

TIMELIMIT 

— 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

7,000 Gil, 40 AR 20 CP, Silvril 


I1EG0TMTE OR EnCRGE? 


You can choose to engage the 
enemy in Mythril Rush or nego¬ 
tiate instead. If you choose the 
latter, you won t get any AP or CP. 
You can steal Wygar armor and a 
Mirage Vest if you choose to 
engage, however* 



1 

JOB (NAME) 1 

LEVEL 

A-ABIL1TY 

A-ABILITY 

lR- ABILITY | 

S-ABILITY 

EQUIPMENT 


A 

Sage (Auggiej 

25 

Sagacity Skill 

— 

— 

Weapon Def+ 

Life Crosier, Opal Shield, Mirage Vest, Fortune Ring 

B 

Illusionist 

24 

Phantasm Skill 


Absorb MP 

Half MP 

Terre Rod, Thunder Robe, Magic Ring 

c 

Fencer 

23 

Lunge Tech 

Spirit Magic 

- 

Magic Pow+ 

Colichemarde, Flame Shield, Mirage Vest 

O 

Juggler 

22 

Stunt 

- 

Return Fire 

Concentrate 

Zoriin Shape, Gold Hairpin, Wygar, Battle Boots 


MISSION 1D4 


rank a 


STOLEN SCOOP 


WHEN 

WHERE 


After clearing Mission 016 


Any pub 


TIME LIMIT 
OBJECTIVE 
REQUIREMENTS 


25 days 

Defeat all enemies! 


REWARDS 


9,000 Gil, 40 AR 20 CP 



KO THE WHITE monK 


The enemy White Monk uses 
Earth Rentier and he can revive 
enemies—both of which will 
make your victory toughen 
Defeat the White Monk first, 
then focus on the other enemy 
units. 



| JOB INAMEI 

LEVEL 

A-ABILITY 

A-ABILITY 

ft-ABILITY 

S-ABIL1TY EQUIPMENT 

Thief 

20 

Steal 

Item 

Counter 

- 

Zoriin Shape, Ninja Gear, Dash Boots 

Soldier 

21 

Battle Tech 

— 

— 

Weapon Deft 

Restorer, Aegis Shield, Cross Helm:, Dragon Mail 

White Monk 

19 " 

Monk Tech 

— 

Counter 


White Fangs, Judo Uniform, Bracers, Dash Boots 

Thief 

20 

Steal 

Item 

- 

- 

Jack Knife, Survival Vest, Genji Armlets, Fortune Ring 

Fencer 

19 

Lunge Tech 

- 

- 

- 

Flamberge, Cachusha, Leather Garb, Fortune Ring 


EMM Ql 

RANK 3 J 

mi rm v hi rcT —m \WM 

VLUubLL JjUjI tM-mum 


1 1111 ™ a RANDOM 

WHEN 

After clearing Missions 016 & 108 

WHERE 

Any pub 

TIME LIMIT 

40 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

13,600 Gil, 40 AP, 20 CR Chocobo Skin 


KEEP YOUR DISTflnCE 


Malboros are not the best mon¬ 
sters to tussle with, especially 
when they have the Counter 
ability. Attack the two Malboros 
from a distance with magic and 
missiles to avoid taking any 
unnecessary damage. 



JOB (NAME) 

LEVEL 

A-ABILITY 

A-ABILITY 

Sr-abiutC:] 

S-ABILITV 

EQUIPMENT 

Beastmaster 

21 

Control 

- 

— 

Geomancy 

Aona Flute, Gaia Gear, Dash Boots, Magic Ring 

Hunter 

19 

Hunt 

- 

- 

Weapon Atk+ 

Master Bow, Green Beret, Power Sash, Red Boots 

Box (Mystery Boxl 

1 

— 

— 

- 

— 

- 

Box (Mystery BoxJ 

1 

— 

- 

— 

- 

- 

Malboro 

17 

Stench 

- 

Counter 

- 

- 

Malboro 

16 

Stench 

— 

Counter 


— 
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WHERE 

Carloan pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Oofoat all onomiod 

REQUIREMENTS 


REWARDS 

| 6,000 Gil, 40 AR 20 CP 


HflOE A PHOEniX DOUin? 


You can choose to give the enemy 
d Phoenix Down in the Resis¬ 
tance mission or engage them in 
battle* if you choose to engage, 
immobilize the Fighter with a 
dan Archer or and attack 

him from a distance. 



■ 

JOB (NAME) LEVEL 

A-ABILITY 

A-ABILITY R-ABILITY 

S-ABIUTY 

EQUIPMENT 

A 

Thief 

9 

Steal 

Ninja Skill 

— 

Weapon Def+ 

Kris Knife, Green Beret, Chain Plate 

B 

Fighter 

10 

Fighter Tech 

— 

— 

Weapon Atk+ 

Shadow Blade, Chain Plate, Gauntlets 

C 

Warrior 

9 

Battle Tech 

Spellblade Tech 

— 

— 

Short Sword, Chain Plate, Gauntlets 

3 Time Mage 

8 

Time Magic 

— 

— 

— 

Terre Rod, Circlet, Mistle Robe 


RANK 5 0 

LD FRIENDS H B 

™ n . . RANDOM 

WHEN 

After clearing Mission 018 & 048 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

4,600 Gil, 80 AF! 30 CR Beastspear 


BLUE ROSE 


If you have the Blue Rose and are 
willing to give it to Ritz, she will 
present you with the All mighty 
Antilaw card. If you keep the Blue 
Rose or you don't have it, battle 
alongside Ritz and her dan to 
defeat the three monsters. 




JOB (NAME) 

LEVEL | 

A-ABILITY 

A-ABILITY 

R-ABILITY 

S-ABIUTY 

EQUIPMENT 

A 

El^de Biter (Gsnderu; 

25 

Crush 

— 

Block Arrows 

Weapon Atk+ 

— 

B 

Bomb 

20 

Blaze 

* 

Counter 

Weapon Def+ 

— 

C 

Antiion 

20 

Sandstorm 

- 

Counter 

Weapon Def+ 

— 

D 

Elemenralist (Ritz] 

18 

Spirit Magic 


Absorb MR 


Diabolique, Cachusha, Mirage Vest 

m 

Sniper (Shara) 

16 

Sharpshoot 

— 

Auto-Regen 


Master Bow, Ninja Gear, Star Armlet 

F 

White Mage 

15 

White Magic 

- 

- 

— 

Judge Staff, Silken Robe 

□ 

Summoner 

15 

Summon Magic 

- 

— 

— 

Judge Staff, Gda Gear 


*Level depends on ally units' levels 


■Mp 

OACHEflS IBj 

WHEN 

Alter clearing Missions 012 & 052 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

11,400 Gil, 40 AP, 30 CP, Tiger Hide 


FORBID miSSILE! 


Rarely do you engage a group of 
enemies who all use the same 
type of weapon. If you engage 
the enemies in the Poachers mis¬ 
sion while the Missile World Law 
is in effect, you will disable all 
your foes. 



JOB (NAME) (ifEVEL 

A-ABILITY 

A-ABILITY 

WBaEHLEEM 

K^-ABILITYl 

EQUIPMENT 

Hunter 

17 

Hunt 


Auto-Regan 

Weapon Atk-s- 

Cranequin, Adaman Vest, Bracers, Battle Boots 

Hunter 

14 

Hunt 

- 

Auto-Regen 

Weapon Atk+ 

Twin Bow r Survival Vest, Bracers, Battle Boots 

out met 

10 

bimirtansmp > 

— 

Last Haste 

concentrate 

Oliver cannon. Headband, Cham Plate, Battle Boots 

Gunner 

73 

Gunmanship 

- 

Last Haste 

Concentrate 

Lost Gun. Circlet. Survival Vest. Rad Roots 

Archer 

16 | 

Aim 


Block Arrows 

■ Concentrate 

Thorn Bow, Feather Cap, Adaman Vest, Battle Boots 

Archer 

15 

Aim 

— 

Block Arrows 

Concentrate 

Nail Bow, Adaman Vest, Fortune Ring, Battle Boots 
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RANDOM 

WHEN 

After clearing Mission 013 

WHERE 

Any pub 

TIMELIMIT 

20 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

9,000 Gil, 40 AR 20 CP 


big Brine 


You can avoid a fight in Snow 
Fairy if you have the Cyril ke. If 
you do brawl, the Ice Flan will 
attack with Ice-based magic, 
while the Grenade will counter 
with Fire. Use the opposite types 
on each of them to stop them. 



Rl.MIMM 


A-ABIUTY 

A-ABIUTY 

Inability:! 

S-AB1LITY 


M Sprite 

15 

Trick 

— 

Counter 

— 

— 

j Ice Flan 

13 

Chill 

- 

- 

— 

— 

3 Grenade 

12 

Boom! 

— 

- 

Weapon Atk+ 

; — 


RANK 4 tl 
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WHEN 

After clearing Missions Oil & 287 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat the boss! 

REQUIREMENTS 

— 

REWARDS 

13,600 Gil, 40 AP, 20 CP 


riRE YOU READY, WEriUER?! 


If you can take out the boss, 
Weaver, you can end the mission 
in a snap. Use Aim: Legs or Wood 
Jujitsu to disable him, then strike 
with Black Magic. Also try to steal 
the Wizard Hat from the Archer. 



1 JOB (NAME} 

LEVEL HA-ABILITY 

A-ABIUTY 

R-ABILITV 

S-ABILITY 


Fighter (Weaver) 

17 

Fighter Tech 

- 


Weapon Atk+ 

Ffametongue, Survival Vest, Bracers 

Fighter 

14 

Fighter Tech 

- 


— 

Ogun Blade, Adaman Vest, Spiked Boots 

Archer 

13 

Aim 

- 

Block Arrows 

- 

Yoichi Bow, Wizard Hat, Adaman Vest 

Gladiator 

14 

Spell blade Tech 

- 

- 

- 

Shadow Blade, Judo Uniform, Bracers, Fortune Ring 

Black Mage 

15 

Black Magic 

— 

“ 

Geomancy 

Terre Rod, Mistle Robe, Magic Ring 


RANK a tl 

EMEVEiffi! HiP 

WHENfK 2 

After clearing Mission 011 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

11,400 Gil, 40 AP 20 CP 


THE CHriRlTl riLriRlB 


Three of the enemies can Charm 
your party members, so outlaw 
the ability before the battle 
starts. If one of your powerful 
units becomes charmed anyway, 
try to put him or her to sleep for a 
few turns. 



JOB (NAME) LEVEL A-ABIUTY A-AB1L1TY R-ABILITY S-ABIL1TY EQUIPMENT 


Warrior 

15 

Battle Tech 

- 

- 

Monkey Grip 

Predator, Round Shield Iron Armor, Dash Boots 

Soldier 

Pl4 

Battle Tech 

- 

— 

Weapon Def+ 

Silver Sword, Adaman Vest, Red Boots 

Archer 

13 

Aim 

- 

- 

Concentrate 

Char Bow, Headband, Power Sash, Battle Boots 

Animist 

14 

Call 

- 

Block Arrows 

- 

War Trumpet, Wizard Hat, Adaman Vest, Battle Boots 

Gunner 

13 

Gunmanship 

- 

— 

Concentrate 

Chaos Rif e, Green Beret, Chain Plate 
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RANDOM 

WHENl | | 

After clearing Mission 004 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENT 

Negotiate (Lvl.4) 

REWARDS 

4,200 Gil, 40 AP, 30 CP 


SPEED KILLS 

The enemy Archer has a high 
Speed rating, so take him down 
first. The Soldier, Mintz, is very 
vulnerable to magic of all kinds. 
Use a Black Mage or a Summoner 
to end his boastful challenge. 


By 



JOB (NAMEl LEVEL A-ABILITY 

A-ABLUTV 

fl-ABILITY 

S-ABILITY 


Soldier (Mintzl 

9 

Battle Tech 

Fighter Tech 

- 

Weapon Atk+ 

Barong, Platemarl, Thief Armlets 

Archer 

7 

Aim 

- 

— 

Concentrate 

YoEchi Bow, Judo Uniform, Spiked Boots 

Thief 

7 

Steal 

- 

- 

— 

Kris Knife, Green Beret, Chain Plate 

Black Mage 

7 

Black Magic 

— 

- 

- 

Rod, Silken Robe, Magic Ring 

White Mage 

8 

White Magic 

— 

— 

— 

Guard Staff, Hempen Robe, Scarab 



jpoKninw 








the eitd of the BEGinnmc 


a Birminc conTRdCT 


final Fantasy Tactics Advance doesn't end with the final battle — 
there are still more surprises! After you beat the final boss and save 
your game, you can use that save file to continue exploring the world 
of Ivalice, In addition to completing any Dispatch missions or Sub- 
quests that you missed the first time, you'll have a chance to take on 
new missions that were previously unavailable. 


Take out the boss, then save your Once you've beaten the game, a star 
game. will appear beside the name of your 

save file. 


You can earn five secret clan members — Shara, Ritz,Ezel, Bab us and 
Cid. You must beat the game to unlock most of the characters, but 
its possible (though tough) to unlock Ezel before you do so. The 
requirements for unlocking each person are listed in the chart 
below. Once you have a secret character, he or she will function like 
any other member -although some of them can learn abilities that 
are unavailable to normal clan members. The missions are top- 
secret and don't count toward the 300 missions in the Clan Menu. 


Most of the secret missions appear Succeed in the mission to have a 
in pubs and must be purchased for 6iL secret character join your dan. 


i 


SHARA 


mi 


E2EL 


BARUS 


CID 


EHHmTJBtK^BRjEffflHlNGSiMRET'CHARflCTEBS 


Clear the A Maiden's Cry mission, then enter a town ___ 

Clear the Mortal Snow mission ______ 

Choose Gossip in the Card Shop, then dear the Reconciliation mission 

Clear the Left Behind mission, then enter a town and clear the With Babus mission 

Clear all 300 numbered missions 


1 B 1 1 ■ i-LLLl-LJ rrn i it l IB M M. m imiiJTLu.rr TT'n t i i T TTninmrTTn-TTnnrTi^ rT h u n 1 1 urn t n rr~r 



























































































































WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


E l™ i MlfiAGE TO WEB 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 


Bardmoon, after clearing Mission 020 


Mog Knight 


Two battles 



Any pub 


Two battles 


13,200 Gil, 50 AP r Earth Sigil 



A 

mm eitv 

■ CANCEL OK H 

RANK 6 

1 

1 REPEAT: OK | 

WHEN 


Madmoon, after clearing Mission 020 

WHERE 


Any pub 

REQUIREMENTS 

- 

DURATION 

Two battles 

REWARDS 

10,000 Gil, SOAP, Water Sigil 



E W 2] CADOAN MEET 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


gemoon, after clearing Mission 018 


Black Mage 


One battle 


10 f 600 Gil, 40 AF r Magic Trophy 



Any pub 


Fighter 


One battle 


4,200 Gil, 40 AP, Fight Trophy 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


“S™ PlttATES AHOY 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


EAST IE SIT-IN 


REWARDS 

11.800 Gil, 50 AP, Wind Sigil 

™> A BAMN TANB 

CANCEL OkT] 

fiEPE^OKj 

WHEN 

Sagemoon, after clearing Mission 020 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


tlMES 1 

BANKS 

WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 



s 

PflOMM MEET 

r 

WHEN | 

Madmoon, after clearing Mission 015 
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BflOKTN TUNES 


RANKS 

| REPEATING | 

WHEN 

| After clearing Missions 017 and 276 

1 

WHERE 

| Any pub 


REQUIREMENTS £ / — - r. * * n T * . C < - - -- • u:' / 

DURATION 

1 15 days 


REWARDS 

1 11,400 Gil, 50 AR Cat's Tears 



FACELESS DOLLS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 018 


10 enemy KQ$ 


1MOO Gil, 70 AR Blood Shawl 


™™ FALCON FLOWN 



™F FAITHFUL FA1HV 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 018 and 277 


Shull (used) 


11,400 Gil, 50 AP, Dame s Blush 



After clearing Mission 019 


Any [mb 


Fairy Wing (used) 


Five enemies 


10,000 Gil, 50 AR Ahriman Wing 


™8F DANGEfl PASS 



“F FOR THE IAHV 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Missions 015 and 165 


15 enemy KQs 


7,800 Gil, 80 AR Thimdersfone 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 019 


Stolen Gil (used) 


Two battles 


10,600 Gil, 70 AR Fairy Wing 


MIST STARS 



SEVEN NIGHTS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


* clearing Mission 016 


Two battles 


9,000 Gil, 70 AP, Stormstonc 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 020 


Ancient Bills (used) 


11,800 Gil. 50 AR Goldcap 


ADAMAN ALLOV 



SHAHV DEALS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 013 


Adamantite (used), Adamantite (used), Smithing (LvL 15) 


Two battles 


70 AR Adaman Alloy 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 02Q and 281 


Secret Books (used) 


10,600 Gil. 50 AR Life Water 


RAM 4 ^ 

1VS1D1A ALLOV 

WHEN 

After clearing Mission 012 

WHERE 

Any pub 

REQUIREMENTS 

Adamantite (used). Silvril (used), Smithing 

DURATION 

15 days 

REWARDS 

50 AR Mysidia Alloy 



EAftTHV COLORS 


After clearing Missions QQ3 and 210 



Any pub 


Five days 


2,800 Gil, 30 AR Ancient Text 


cousin: alloy 


RANK 4 1 

WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 



™5F LOST HE1HL00M 


■ clearing Mission Oil 


Zodiac Ore (used). Zodiac Ore (used). Smithing (LvL 15) 


50 AR Crusite Alloy 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 009 


Neighbor Pin (used) 


Three battles 


6,000 Gil, 80 AR Justice Badge 
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Any pub 


Ahrrman Wing (used) 


10 days 


13,200 Gil, 50 AR Friend Badge 


GHOSTS OF WM 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 022 and 141 


Tranquil Box (used), Track (Lvl. 40) 


12,400 Gil, 80 AP, Edaroya Tome 


THE LAST D/W 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 002 


Ancient Medal (used) 


Five days 


1,800 Gil, 30 AP, Homework 


“HF THE BELL TOLLS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


clearing Mission 017 


10 days 


9,000 Gil, 50 AP, Dictionary 


GOBLIN TOWN 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 004 


Mythril Pick (used) 


One battle 


3,000 Gif, 50 AP r Monster Guide 


SECHET BOOK’S 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 022 


Stilpool Scroll (used) 


10 days 


11,400 Gil, 50 AP, Secret Books 


F™ WOftDS OF LOVE 



After clearing Mission 018 


Any pub 


10 days 


10,000 Git 50 AP, Rat Tail 


VOUNG LOVI 

E 

CANCEL: OK I 

REPEAT: NO | 

WHEN E 

<ter clearing Mission 022 



RANKS \ 

/OH, lMMOrttl 

L 

WHEN 

After clearing Mission 005 



Any pub 


Tonberry Lamp (used). Craft (Lvl, 10) 


30 days 


4,600 Gif, 80 AP, Stradivari 



F5F CLOCKTOWEtl 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 016 


Cat's Tears (used), Gadgeteer 


11,400 Git 70 AP, Clock Post 



IN EDUCATION 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 006 


Five days 


3,600 Gil, 30 AR Fountain Pen 



FS" MOANING WOES 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 008 


Five days 


5,200 Gil, 30 AR Earplugs 



DOWN TO E/VrlTH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 004 


Five days 


3,400 Gil, 30 AP, Crystal 



TO MEDEN 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


- clearing Mission 015 


Animal Bone (used) 



20 days 


8,200 Gil, 70 AP, Old Statue 



RANK $ 


NElGHBOft! 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


clearing Mission 010 


5,200 Gil, 30 AP, Neighbor Pin 
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RANK 3 


HONOfl LOST 



After clearing Mission 007 


Any pub 


Bomb Shell (used) 


One battle 


5,400 Gil, 50 AP, Rusty Sword 


THE MATCH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 015 


Two battles 


B, B00 Gil f 70 AP, Rusty Spear 


™™ THE DEEP SEA 



After clearing Mission 010 


Any pub 


Three battles 


11,400 Gil, 80 AP, Feather Badge 


V i.i f tt rrrr~r 



HAHN KIDS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


clearing Mission 009 



Dame's Blush (used), Ally Finder (used), Smithing (Lvl. 20) 


One battle 


11,400 Gil, 50 AP, Ally FinderZ 


RANK 5 l 

NSP1HAT10N 

CANCEL: OK I 

BEPEATNol 

WHEN 

1 After clearing Mission 012 



Any pub 

REQUIREMENTS 

Runbas Tale (used) 

DURATION 

One battle 

REWARDS 

10,000 Gil, 50 AP, Broken Sword 


STAGE FfllGHT 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 018 


Old Statue(used) 


10,00 0 Gil, 50 AP, Tranquil Box 


™» COO S BREAK 

CANCEL OK | 

REPEAT: NO | 

j| After clearing Mission 013 


H 1 

lay pub 

REQUIREMENTS E 

lunba's Tala (used) 

DURATION l 

: tve days 

REWARDS | 

0,000 Gil, 30 AP, Bent Sword 


DIAftV DILEMMA 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


‘ clearing Mission 005 


Two battles 


3,600 Gil, 70 AP, Loaded Dice 



HUNDHED-EVE 



HUNAWAV BOV 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 009 


Black Thread (used) 


10 days 


5,400 Gil, 50 AP, Stasis Rope 


c mmy 

RANK 4 r 

WOflTHV EVE 

CANCEL: OK jj 

REPEffTNoi 

WHEN 

After clearing Mission Oil 

WHERE 

Any pub 

REQUIREMENTS 

Feather Badge (used). Delta Fang (used) 

DURATION 

15 enemy KOs 

REWARDS 

80 AP, Insignia 


MAD ALCHEMIST 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

HEWARDS 


• clearing Mission 003 


3,400 Gil, 50 AP, Mytliril Pick 


LOST IN MIST 



™5™ CAHAVAN GUABB 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 017 


10.000 Gil, 70 AP, Ally Finder 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 007 


Elda's Cup (used) 


4,600 Gil, 70 AP, Caravan Musk 






After clearing Missions 015 and 120 

Any pub 

REQUIREMENTS 

- 

DURATION 

Five enemy KOs 

REWARDS 

9,000 Gil, 50 AP, Snake Shield 
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LlFEWOfUC 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Alter clearing Mission 010 


Alchemist 


15 days 


6,000 Gif. 50 AP r Love Potion 


™™ CHEAP LAUGHS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 008 


Bomb Shell (used) 


4,600 Gil, 30 AR Tonberry Lamp 


immm t ) r 

RANK G X i -L»* \J* 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 017 


Magic (Lvl. 25), White Mage 


Two battles 


7,600 Gil, 70 ARSttlpool Scroll 


FflOZEN SPUING 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


sr clearing Mission 005 


3,400 Gil, 70 AP r Dragon Bone 


NO SCENTS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 009 


Caravan Musk (used) 


15 days 


5,200 Gif, 50 AP, Animal Bone 





ON THE WAVES 


After clearing Mission 022 


Any pub 


Life Water (used),Time Mage 


Five enemy KOs 


13,200 Gil, 50 AR Skull 


“S™ SPltUTED BOV 



After clearing Mission 006 


Any pub 


Dictionary (used) 


Five days 


6,400 Gil, 30 AP, Clock Gear 



POWBEfl WOMES 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


J clearing Missions 010 and 140 


10 enemy KOs 


5,400 Gif, 70 AR Gun Gear 



THE BLUE BOLT 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


- clearing Mission 018 


15 enemy KOs 


9,000 Gil, 80 AR Silk Bloom 



SWEET TALK 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 013 


10 enemy KOs 


7,000 Gil, 70 AP, Moon Bloom 



SCAHFACE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 015 


Three battles 


9,000 Gil, 80 AR Blood Apple 



MUtAGE TOWN 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission Q18 


Goldcap (used) 


11,400 Gil, 50 AP, Magic Fruit 



S0LD1EBS WISH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 016 


Clock Gear (used). Clock Post (used) 


One battle 


10,600 Gil, 50 AP, Power Fruit 



DAY SPELL 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 018 


9,600 Gil, 70 AP, Stolen Gil 









































































































































™™ SWAP MEET 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 020 


Ancient Medal (used) 


1,200 Gil, 30 AP, Ancient Bills 


wamm odder 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 024, 087 


Adamantite Insert), Adamantite (used). Smithing (LvE 35) 


50 AP, Adaman Alloy 


CONUNDRUM 



After clearing Mission 024 


Any pub 


Zodiac Ore (used), Zodiac Ore (used), Smithing (LvL 35) 


10 enemy KOs 


70 AP, Crusite Alloy 


™S" LUOCV NIGHT 


1 After clearing Mission 024 



Any |i lib 


15 days 


18,000 Gil, 50 AP, Rat Tail 


TUTOR SEMCH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


- clearing Missions 024 and 187 


15 enemy KOs 


11,400 Gil, 80 AP, Rusty Sword 


■™ WHV AM 1 WET! 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Missions 024 and 187 


Red Mage 


15 enemy KOs 


13,600 Gil, SO AP, Broken Sword 



m with us 



WHEN 


r clearing Missions 024 and 189 



Any pub 


40 days 


18,000 Gil, 80 AP, Beni Sword 


LUOCV CHMM 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions Q24 and 189 


Rat Tail (used) 


9,000 Oil, 80 AP, Rusty Spear 


RANK 7 l 

MIC MVS1D1A 

CANCEL: OK T 

REPEAT: NO | 

WHEN 

After clearing Missions 024 and 184 



Any pub 

REQUIREMENTS 

Adamantite (used), Silvril (used). Smithing (Lvl. 35) 

DURATION 

Two battles 

REWARDS 

70 AP, Mysidia Alloy 


ALCHEMIST BOV 




After clearing Missions 024 and 131 


Any pub 


Two battles 


4,600 Gil, 70 AP, Insignia 


THODNV DO CAMS 




After clearing Missions 024 and 187 


Any pub 


20 days 


16,000 Gil, 70 AP, Blood Apple 



FflEE CYfflL! 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 002 and reading thelhief Exposed rumor 

Cyril Pub 


Three days 


2,400 Gil, 30 AP, Choco Shield 



SHIP NEEHED 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 005 anti reading the Borzoi's End rumor 
Cyril Pub 


Oitc battle 


4,200 Gil, 50 AP 



MIND CEFFVL 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


CANCEL OK 1 
REPEAT: QK 

After clearing Mission 012 and reading the The Sages rumor 


Fire SigiJ (used), Wind StgN (used) 


Three battles 


80 AP, Mind Ceffyl 


mu r 


n i n H Ti-u n \ iir-rrrr-rrT 


iri mr 
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“H™ BODY CEFFVL 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


REPEAT: OK 

After clearing Mission GT2 and reading the The Sages rumor 



Earth Sigil {used), Water Sigil (used) 


Three battles 


80 AP, Body Ceffyl 


THE SPBUTSTONE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


CANCEL OK | 
REPEAT: OK 

r clearing Mission 012 and reading the The Sages rumor 


Mind Ceffyl (used). Body Ceffyl (used) 


four battles 


90 AP Spiritstone 


(iltIL IN LOVE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 002 


White Thread (used). White Mage 


Two battles 


3,400 Gil, 50 AP, Magic Medal 


e™F CH0C0B0 HELP! 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Bardmaon, after clearing Mission 002 


1,000 Gil, 20 AP, Chocobo Egg 


RANK 1 l 

[HE SFYPOIE 

WHEN 

After clearing Mission 002 



Any pub 


10 days 


2,400 Gil, 50 AP, Ancient Medal 


e™ flUTNS SUflVEY 



Sagemoon, after clearing Mission 019 


Any pub 


10 days 


10,800 Gil, 30 AP, Ancient Medal 


DIG DIG DIG 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Madrooon, after clearing Mission 020 


One battle 


11,800 Gil, 50 AP, Zodiac Ore 





e™ SEEKING SILVER 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Kingmoon, after clearing Mission 012 


15 days 


3,400 Gil, 30 AP, Sifvril 


e™ MATED1TE 



WHtN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Kingmoon, alter clearing Mission 005 


30 AP, Materite 



“SF THE WOflMHOLE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


REPEAT 

Huntmoon, after clearing Missions 010 and 148 



10 days 


2,800 Gil,30 AP, Leestone 



™™ METIL HUNT 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


ar clearing Missions 005 and 123 


2,400 Gil, 30 AP, Adamantite 


e™ MATH IS HMD 




After clearing Mission 007 


Any pub 


10 days 


4,200 Gil, 50 AP, Black Thread 


e™ THE WITNESS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 



r clearing Mission 007 


Five enemy KOs 


4,600 Gil, 50 AP, Black Thread 


RANKi L 

1FE Ofl DEATH 

CANCEL: OK U 
REPEAT: MO | 

WHEN 

After clearing Mission 003 


WHERE 

REQUIREMENTS 

Any pub 

Homework (used) 

DURATION 

One battle 

REWARDS 

2,400 Gil, 50 AP, Black Thread 
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xmoss m 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 009 


Five days 


4,600 Gil, 30 AP, White Thread 


to mm 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


■ clGaring Missions 009 and 270 


11,400 Gil, 50 AP, White Thread 


ii ww i M py mileSE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


1 clearing Mission 004 


2,800 Gil, 50 AP, White Thread 


SKINNING TIME 



Bardmoon, alter clearing Mission 011 


Any pub 


10 battles 


3,600 Gil, 30 AP, Chocobo Skin 


WILD DIVED 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 011 


Two battles 


5,400 Gil, 70 AP, Magic Cloth 


MAGIC CLOTH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Sagemoon, after clearing Mission 008 


Magic Cotton (used) 


10 days 


30 AP, Magic Cloth 


COTTON GUIDO 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Huntmoon, after clearing Mission 013 


One battle 


7,000 Gil, 50 AP, Magic Cotton 


n n~T~r~n "TT~m n n 


,‘t IM II IL 



HELP MD 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


F clearing Mission 013 


10 days 


7,800 Gil, SOAP, Bomb Shell 



DUBBED OD DEAL 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


■ clearing Mission 010 


Monster Guide (used) 


5,200 Gil, 30 AP Bomb Shell 



INTO THE WOOD 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Huntmoon, after clearing Mission 015 


Five days 


4,600 Gil, 20 AP, Panther Hide 



JEDKV DAYS 



Kingmoon, after clearing Mission Q15 


Any pub 


Five days 


4,200 Gil, 20 AP, Jerky 



™SF NEW FIELDS 



STDANGE F1DES 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 016 


Five days 


9,600 Gil, 30 AP, Magic Medal 



BETTED LIVING 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 016 


10,000 Gil, 50 AP, Chocobo Egg 



Hal 








Madmoon, after clearing Mission 012 

Any pub 

REQUIREMENTS 

— 

DURATION 

10 days 

REWARDS 

3,600 Gil, 40 AP, Gysahl Greens 
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CHOCOBO WORK 

■ CANCEL: OK | 

RANK 6 

IrEPEATJ3k| 

WHEN 

1 Bardmoon, after clearing Mission 018 


WHERE 

| Any pub 


REQUIREMENTS 

DURATION 

1 10 days 


REWARDS 

| 4,600 Gil, 40 AP, Choco Bread 



FSF PMTY NIGHT 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 018 


9,600 Gilp 50 AR Qhoco Gratin 


RANKS 


Mil's taste: 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


clearing Mission 015 


Chocobo Egg (used), Gysahl Greens fused) 


15 days 


9.000 Gilp 50 AP r Choco Gratin 


™F THE WELL MAZE 



After clearing Mission Q19 


Any pub 


Choco Bread (used) 


15 days 


9,600 Gil, 50 AR Grownup Bread 


“F SHE’S GON 

E 

WHEN 

Iter clearing Missions 019 and 234 



Any pub 


Five days 


10,600 Gil r 30 AR Malboro Wine 


RANKS 



MAGIC VELLHM 


Sagemoon, after clearing Mission 017 


Any pub 


Magic Cotton (used) 


One battle 


4 <600 Gil, 50 AR Magic Vellum 


™F SHIVER 



After clearing Mission 020 


Any pub 


20 days 


11,800 Gil, 70 AR Runba's Tale 



™F BHEAH WOES 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 018 


Choco Bread (used) 


10,800 Gif, 70 AR Kiddy Bread 



™F BOOK MESS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Sagemoon, after clearing Mission 020 


10 days 


12.400 Gil, 40 AR Encyclopedia 



™F ONE MOrlE TAIL 



Madmoon, after clearing Mission 020 


Any pub 


10 days 


10,800 Gil, 40 AR Rabbit Tail 



™f max time! 



Huntmoon, after clearing Mission 022 


Any pub 


15 days 


4,600 Gil, 50 AR Danbukwood 



RANK 6 


FOMA JUNGLE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Huntmoon, after clearing Mission 022 


4,600 Gil, 50 AP, Moonwood 
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FOB A FLOWEfl 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 022 


Two battles 


6,000 Gil, 70 AP r Telaq Flower 



Any pub 


Three enemy KOs 


2.400 Gil, 50 Ap 20 CP 


“P lutia pass 



After clearing Mission 004 


Any pub 


Three enemy KOs 


2,400 Gil, 50 AR 20 CP 


“BP THE NUBSWOOD 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Missions 006 and 070 


Three enemy KOs 


2,400 Gil, 50 AP, 20 CP 


“BP ELUUT SANDS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 007 


Three enemy KOs 


2,400 Gil, 50 AP, 20 CP 


1ILE1 tllVER 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 008 


Three enemy KOs 


2,400 Gil 50 AP, 20 CP 


' clearing Mission 009 


“BP A1SENF1ELD 

WHEN 
WHERE 

REQUIREMENTS 
DURATION 
REWARDS 


Three enemy KOs 


2,400 Gif, 50 AP, 20 CP 



RANK 1 (] 

m PLAINS 

WHEN . 

After clearing Mission 002 


RANK a 


hoda vonaNo 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 010 


Three enemy KOs 


2,400 Gil 50 AP, 20 CP 



RANK 4 


TRAVEL AID 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission Oil 


Five enemy KOs 


2.400 Gil, 50 AP, 20 CP 



■bp the saunwoou 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 012 


Five enemy KOs 


2,400 Gif, 50 AP, 20 CP 



“bp Mi'inai cavE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 013 


Five enemy KOs 


2,400 Gil 50 AP, 20 CP 



“BP K lfDIK PEAK'S 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 015 


Five enemy KOs 


2,400 Gil 50 AP, 20 CP 



“BP MAW SANDS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 015 


Five enemy KOs 


2,400 Gil 50 AR 20 CP 



“BP UlADON BOG 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


- clearing Mission 015 


Seven enemy KOs 


2,400 Gil, 70 AP20 CP 


V 1 1 rf .1 .inm 
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GOTOH SANDS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Alter clearing Mission 016 


Seven enemy KQs 


2,400 Gil, 70 AR 20 CP 


DELIA DUNES 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 017 


Seven enemy KOs 


2,400 Gil, 70 AR20 CP 


DUGDUSTEHS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 018 


Seven enemy KOs 


2,400 Gil, 70 AP, 20 CP 


“S™ TUDOLA GAVE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 020 


Seven enemy KOs 


2,400 Gil, 70 AP, 20 CP 




DEIl PLAINS 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


sr clearing Mission 022 


10 enemy KOs 


2,400 Gil, 70 AP, 20 CP 


F™ SIENA GORGE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 022 


10 enemy KOs 


2,400 Gil, 70 AP, 20 CP 


™F JAGD AHL1 


WHEN 


After clearing Missions 024 and 065 


WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


15 enemy KOs 


2,400 Gil 80 AP, 20 CP 



JAGD HELJE 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 024 and 064 


15 enemy KOs 


2,400 Gil, 70 AP, 20 CP 



™5“ JAGD DOflSA 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


REPEAT: OK 

After clearing Mission 024 and reading the Gukke Gene rumor 



15 enemy KOs 


2,400 Gil, 80 AP, 20 CP 





AMDEflVALE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 024 and 263 


Seven enemy KOs 


2,400 Gil, 70 AP, 20 CP 



RANK 7 


0HM0NF1ELD 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Missions 024 and 066 


Seven enemy KOs 


2,400 Gil, 70 AP, 20 CP 



SWOflDS IN EVD1L 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Madmoon, after clearing Mission 002 


One battle 


1,800 Gil, 50 AP, 20 CP, Victor Sword 



FSF NEWD1E HALL 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 003 and 139 


Combat (LvL 5( 


10 days 


2,400 Gil, 50 AP, Onion Sword 





VOODOO DOLL 


WHEN 
I WHERE 
REQUIREMENTS 
DURATION 
REWARDS 


: clearing Mission 005 


Five days 


3,400 Gil 30 AP, Soulsaber 
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COME ON OUT 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 006 


Jerky (used) 


10 days 


5,400 Gil, 50 AP, Oblige 


FOOD FDD TRUTH 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 007 and 208 


Ciioco Gratin (used), Appraise (LvL 16) 


6,400 GiK, 70 AP. Rhomphaia 


“SF ALBA CAVE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 006 


Jerky (used). Blue Mage 


Four battles 


6.000 Gil, 90 AP r Beastsword 


“P THE PERFORMER 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 008 


Rabbit Tail (used) 


15 days 


9,GOO Gil, 50 AP Tonbberian 



Any pub 


15 days 


6,400 Gil. 50 AP Aerial Hole 



Any pub 


Two battles 


7,000 Gil, 70 AP Charfire 


FSFWHO AMI? 


SANK a 

WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


3r clearing Missions 013 and 131 



F™ REAPER RUMORS 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 015 


10 days 


8,800 Gil, 50 AP, Crescent Bow 


HOG DAYS 




RANK 4 l 

INF MORE TIM 

E 

WHEN 

1 After clearing Mission Oil 



mmm f 

RANK C L 

1 R1TM0 

CANCEL: OK I 

REPEAT: NO | 

WHEN 

After clearing Mission 018 



Any pub 


REQUIREMENTS 

Moonwood (used), Danbukwood (used) 

DURATION 

10 enemy KQs 

REWARDS 

12,400 Gil, 70 AP, Fell Castanets 


s 

PfllNG TREE 

WHEN 1 

After clearing Mission 012 



HER BIG MOVE 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clearing Mission 019 


Meibom Wine (used! 


Seven days 


8,600 Gil, 40 AP, Magic Hands 



“S™ DON'T LOOK? 



Magic Medal (used), Magic Medal (used) 


15 days 


600 Gil. 50 AP, Power Staff 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


' clearing Mission 018 


10 enemy KOs 


10,800 Gil, 70 AP r Reverie Shield 
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™S™ JANITOR nifTV 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 020 


11.400 Gil, 70 AP, Parade Halm 


“BF UNLUCKV STM 


WHEN 

WHERE 

REQUIREMENT 

DURATION 

REWARDS 


After clearing Mission 020 


Blood Shawl (used) 


Three enemy KQ‘s 


13,200 GEL 50 AP. Magic Robe 


fsf corral cm 


WHEN 

WHERE 

REQUIREMENT 

DURATION 

REWARDS 


After clearing Mission 022 


Choco Graf in (used) 


12,600 Gil 50 AR Fire Mitts 


“IFF BLME & TURTLE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 013 and 230 


Adaman Alloy (used). Broken Sword (used), Gladiator 


Two battles 


10,600 GeI, 70 AR Adaman Blade 


F5F VALUABLE FAKE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 007 and 122 


Bent Sword (used), Rainbowite (used) 


10 days 


9,000 Gil, 50 AR Nagrarok 


“a WEAVEflS WAR 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearmtj Mission 011 


Crusite Alloy (used), Blood Apple (used) 


Five enemy KO s 


10,600 Gil, 50 AP, Zankplus 


®5F FABLEB SWOflB 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 020 and 232 


Thunrierstone (used), Stormstone (used), Soldier 


Throe battles 


12,600 Gil, 80 AR Master Sword 



“SF REFURBISHING 



WHEN 

WHERE 

REQUIREMENT 

DURATION 

REWARDS 


After clearing Missions 004 and 213 


| Broken Sword (used! 


| 20 days 


70 AR Lurebreaker 



®5F STONE SECRET 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 022 


Rusty Sword (used), Leestone (used) 


Three battles 


80 AP, Tabarise 


mssm ] 

RANK 7 1 

JEASTLV GUN 

CAMEL?0k"|| 

REPEATjNfll 

l " ‘ " 

After clearing Missions 24 and 185 


Any pub 

REQUIREMENTS 

Insignia (used). Ally FinderZ (used), Gunner 

DURATION 

10 days 

REWARDS 

50 AR Calling Gun 


FfflF SWOflB STUFF 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clear Missions 020 and 094 


Silk Bloom (used), Moon Bloom (used) 


Four battles 


90 AP, Silkmoon 



™F A STOflMV NIGHT 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


j clearing Missions 022 and 142 


Rusty Spear (used), Mysidia Alloy (used) 


Four battles 


12,600 Gil, 90 AR Odin Lance 



RANK G 


MINSTREL SONG 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


r clear Mission 019 


Stradivari (used). Black Thread (used) 


Three battles 


80 AR Dark Fiddle 




GUN CflAZV 

■ cancel OK if 

RANK E 

1 REPEAT WO | 

WHEN 

1 After dear Missions 020 and 291 


WHERE 

1 Any pub 


73 Crusite Alloy (used). Gun Gear (used) 

DURATION 

| Three battles 


REWARDS 

1 80 AR Bindsnipe 
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™s ULMX HIT 



WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 01B 


Black Thread (used), Magic Cloth (used), Black Mage 


Three battles 


BO AP, Black Hat 


ll W S'. m i AilMOil & I MILE 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 015 and 228 


Adaman Alloy (used), Rat Tail (used) 


Two battles 


9,000 Gil, 70 AP, Adarnari Armor 


D MX AHMOfl 




After clearing Missions 016 and 275 


Any pub 


Materite (used), Materite (used) 


10 enemy KOs 


70 AP, Materia Armor 



FASHION WIKI III 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 006 and 150 



Chocobo Skin (used), Magic Cotton (used) 


4,600 Gil, 50 AP, Brint Set 



FASHION HOOPLA 




After c learing Missions 009 and 270 
Any pub 


Chocobo Skin (used), Magic Cotton (used) 


Five days 


11,800 GrI, 30 AP, Galmia Set 

































































































C1AN LEAGUE MISSIONS r>W', 


clap EncounjER battles 

Your dan must defeat four compering clans before you reach the 
Clan League finals. The four clan engagements look like regular 
Bn counter missions at the pubs. Sign up for each Clan League mis¬ 
sion p then go out into Ivalice and find your opponent! The Clan 
League final mission will appear in any pub after you win the first 
four missions. 



Contract the Clan League missions at any puh. After you accept the one r 
you'll have 25 days to find and defeat your opponent When you win a mission, 
the next mission in the Clan League competition will appear in any Pub. The 
chart to the right displays the mission flow, 




CLAn LEAGUE mission FLOUJ 


BATTLE 1 YELLOW POWERZ 




1 


BATTLE 2 BLUE GENIUSES 


BATTLE 3 BROWN RABBITS 


BATTLE 4 WHITE KUPOS 


CLAN LEAGUE FINAL (PAGE 110} 


_ 



cLfin league Film mission 

After your clan wins all four battles in the Clan League competi¬ 
tion, visit any Pub and contract the Clan League final mission. 
The finals take place at Bervenia Palace against the reigning 
champions, the Brown Rabbits. The special law for the finals for¬ 
bids the use of any Law cards. See page no for detailed informa- 
tion on the battle. 

The Clan League missions are repeat- 
able. Check the pubs to see when 
they reappear. The more times you do 
the Clan League missions, the more 
your Peytral armor will grow. 


ARIT1CJR THAT GROWS WITH YOU 

The first time you w T in the Clan League competition, you are awarded 
very rare and special armor called PeytraL Peytral armor gains experi¬ 
ence which increases its stats each time you win the Clan League finals* 
In time, the legendary armor could become your strongest piece of 
equipment* 

The Peytral armor's Weapon Defense grows 
each time your clan wins the Clan League 
finals. Enter the Clan League competition 
often to build up the armor! 




IMMHlf 

RANK 2 X 

ELLOW POWERS US ■■ 

RANDOM 

WHEN 3 

Kingmoon; after clearing Mission 022 

WHERE 

Any pub 

TIME LIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

2,400 Gil, 20 AR Dmg2: Bangaa Law card 


BLOCH ARROWS 


The enemy Archer has Concen¬ 
trate and Aim, which she can use 
to inflict status ailments. Dis¬ 
patch units with the Block 
Arrows R-abiiity, or enter the 
mission when the World Law for¬ 
bids Missiles to disable her. 



■ 

JOB INAME) LEVEL 

■4-abilitvH 

■HABlUTr | 

■r-ability 1 

HBabimtO 

EQUIPMENT 

A 

Gladiator (Fog) 

28 , 

SpeJfbJade Tech 

— 

Strrkeback 

Doublehand 

Ogun Blade, Wygar, Genji Armlets, Scarab 

B 

Warrior 

27 ! 

Battle Tech 

- 

- 

Monkey Grip 

Claymore, Opal Shield, Opal Helm, Opal Armor 

C 

Archer 

25 

Aim 

- 


Concentrate 

Yoichi Bow, Green Beret, Minerva Plate, Dash Boots 

FijFencer 

27" 

Lunge Tech 

Spirit Magic 

— 

Shieldbearer 

Djynn Flyssa, Round Shield, Ninja Gear, Fortune Ring 




































































































BLUE GENIUSES 


WHEN 
WHERE 
TIMELIMIT 
OBJECTIVE 
REQUIREMENTS 
REWARDS 


/ — 

^ j 


CANCEL: NO H 

K 2 

REPEAT: OK | 



After clearing Missions 022 St Yellow Powerz 


Defeat ail enemies! 


2,400 Gil, 20 AR Dmg2; Nu Mou Law card 


no COLOR ITMGIC OR SKILLS! 


Engage the Blue Geniuses when 
the law forbids Color Magic and 
Skills. Otherwise, bring as many 
units as you can with the Return 
Magic R-ability. Dispatch a 
Fighter, Monk, Ninja or Dragoon 
to deal melee damage. 



JOB (NAME) LEVEL| 

A-ABILITY 

■ESBIttTNM 

R-ABILITY 

S-ABILITY 

EQUIPMENT 

Time Mage (Grant] i 

28 

Time Magic 

— 

Last Quicken 

Turbo MP 

Stardust Rod Wygar r Black Hat, Magic Ring 

White Mage 

25 

White Magic 

— 

Last Haste 

Turbo MP 

Cheer Staff, White Robe, Red Boots, Magic Ring 

Black Mage 

27 

Black Magic 

— 

— 

Geamancy 

force Rod, Black Robe, Red Hoots 

Alchemist 

27 

Alchemy Skill 

— 

Absorb MP 

Magic Rows 

Mandragora, Gaia Gear, Wizard Ha L r Germinas 


RANK 3 D 

flnwxf mmm nn|Q 

tlU W IN lUiDDll J ■iitifli.isi 

RANDOM 

WHEN 

After clearing Missions 022 & Blue Geniuses 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

— 

REWARDS 

2,400 Git, 20 AP, Dmg2: Viera Law card 


disable missiLEs & summon 


Disable the enemy Sniper and 
Summoner by forbidding Missile 
and Summon Magic. As in Blue 
Geniuses, dispatch a Fighter, 
Monk, Ninja or Dragoon to Fin¬ 
ish off your foes with heavy 
Weapon Damage, 



JOB (NAME) 

LEVEL 

A-ABIUTY 

A-ABILITY 

ft ABILITY 

S-ABILITY 

EQUIPMENT 

Sniper (Vifi) 

32 

Sharpshoot 

~ 

Block Arrows 

Concentrate 

Max's Oathbow, Mirage Vest, Bracers, Star Armlet 

White Mage 

30 

While Magic 

Spirit Magic 

- 


Cure Staff, Flurry Robe, Gold Hairpin 

Fencer 

31 

Lunge Tech 

— 

— 

— 

Gupti Age, Bone Plate, Circlet 

Summoner 

28 

Summon Magic 

— 

- 

Magic Powt 

Cheer Staff, Wygar, Red Boots, Magic Ring 


vsssrwt 


RANK 3 V 

llMIMllMliJMji REPEAT: OK 

WHEN 

After clearing Missions 022 & Brown Rabbits 

WHERE 

Any pub 

TIMELIMIT 

25 days 

OBJECTIVE 

Defeat all enemies! 

REQUIREMENTS 

- 

REWARDS 

7,000 Gil, 20 AP, Badge, Dmg2: Moogle Law card 


FORBID STATUS 


The White Kupos will cast all 
sorts of nasty status ailments on 
your units if you don't disable 
Status before the battle. Haw T eh 
has the Damage > MP R-ability, 
so focus all attacks on him until 
you knock him out. 



JOB (NAME) LEVEL A ABILITY 

A'ABILITY R-ABILITY 

S-ABILITY 

EQUIP 

Gunner (Ha well) 

33 

Gunman ship 

- 

Damage >MP 

Concentrate 

Outsider, Dark Gear, Black Hat, Bracers 

Gunner 

29 

Gunma n ship 



Concentrate 

Peacemaker, Survival Vest, Thiel Hut, Spiked Boots 

An in fist 

31 

Call 

- 

_ 

Sfueklbearer 

Satyr flute, Gaia Gear, Aegis Shield, Magic Ring 

Thief 

31 

Steal 

Item 

Counter 

Duublehand 

Kard, Ninja Gear, Green Beret, Genji Armlets 
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CLIN MEMBEfl DECMTMENT 



CLfln mEmBER CRin & loss 

Your clan can include a total of 24 members (counting Marche) at a time. If 
you lose clan members due ro expulsion or being knocked out In ajagd, you 
can recruit new members two ways: wait for members to arrive on their own 
after your dan completes missions, or contract recruitment missions at 
pubs. Maintain a well-balanced clan with different jobs and races. 



mEmBER RECRUumEm missions 


If for some reason your clan mem¬ 
bership drops to five or fewer mem¬ 
bers, a special recruitment mission 
will appear in pubs. 


To get a recruitment mission to 
appear, engage an enemy while you 
have five or less units in your clan. 
After the battle, the mission will 
appear in the pubs. 


When your dan reaches five or less members, dan member 
recruitment missions will appear in any pub. Dispatch one clan 
member to recruit a certain race for the clan. After five days have 
passed, the dispatched unit will return with a new recruit! 



Members of each race will seek 
recruitment into your clan during 
specific months. Check the chart to 
the right and plan your recruitment 
by month and desired race. 


Sometimes expert job members will 
seek recruitment. Beware changing, 
the job of such members—they may 
not have the normal job require¬ 
ments to switch back! 



HUMAN WANTED 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Kintpioon, after clearing Mission 001 


Five days 


20 AP, Human recruit 


NU MOD WANTED 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Sayemoon, after clearing Mission 001 


Five days 


20 AP, Nu Mou recruit 


MOOGLE WANTED 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Bardmoon, after clearing Mission 001 



Have five members or fewer in your clan 


Have five members or fewer in your clan 


Have five members or fewer in your clan 


20 AP, Moogle recruit 


™ HANGAA WANTED 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Madmoon, alter clearing Mission 001 


Five days 


20 AP, Bangao recruit 



“HF VIEftA WANTED 


n, after clearing Mission 001 


WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


Five days 


20 AP, Viera recruit 




Have five members or fewer in your clan 



Have five members or fewer in your clan 
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mat!/ 


n T- r r -1 I T r rrrmi 11 i i i n h i- h im ii.imni mi iiiiiij,ih ii.i.i i_ij b ll- u i m i u n ea r i i n -UlU-ll. 


























































































































V .' r : ! i: • irrT TTrrrri 

VsKClM MliauigE 


J 


V 


gara toga^n : ie, Liraa; tm- h» n 


k i\ M.~i n r i ii [ n 11 l k fes t ,~L i u n ■! m i u i i n i . j r.L n: n n i ri i i u i t-i j i ii mi :i i i n 1 i n 11 ir r l i , 
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LINK 1 MISSIONS mm 


After your clan clears Mission 003, The Cheetahs, read the rumor about 
linking to make the Link option appear in the World Map menu—press 
Start to access the menu. In the Link menu, you and a friend can trade 
items or units and team up to tackle unique cooperative or competitive 
missions. Different rules govern the two-player missions than regular 
missions, and the missions often yield special rewards that you can’t get 
anywhere else! Use a GBA Game Link cable and two copies of FFTA to 
access the Link missions. 



For each Link mission you complete, more Link Missions will open up to you 
and your friend Highlight a mission and press A to view the mission details. 
Complete as many two-player missions as you can! 


COOPERATIVE ITlISSIOnS: TEAIT1 UP A1TD TAKE TURITS! 


1 n cooperative missions, you and a friend will team up to defeat a boss or 
all the enemies. Special rules apply to cooperative missions. Bach player 
dispatches half of rhe permitted units, so work together to complement 
each others' unit choices. When you attack a boss in a cooperative mis¬ 
sion, one of your friends' units must strike the next blow before one of 
your units can attack again. Link missions 1, 2, 3, 7* 8 and 9 are coopera 
hve missions* 



D^ma&e! 


WorldWarp! No attacking 


You'll be able to take out some bosses with one hit, but you'll have to work 
together to defeat the tougher ones You and a friend must Lake turns attack¬ 
ing the hoss until you knock il out-use teamwork! 


comPETiTiuE missions: ko the mosT monsTERS! 

Competitive missions place you and a friend in a heated competition to 
see whose clan can defeat the most enemies in a mission. The player who 
defeats the most enemies wins. Abilities that target all enemies on the 
screen or knock out loes in one hit are rhe most useful in competitive mis¬ 
sions. You can view your clans Joined Barrie and Record info in the Clan 
menu. Link missions 4, 5 and 6 are competitive missions. May the best 
clan win! 

Your clan's wins and hisses in competitive missions are recorded in the Clan 
menu. Tim Joined Battle section records how many total competitive and 
cooperative missions yot/ve completed wiLh your Inenris. 



GROWTH ITEIT1S 

You can obtain four legendary growth items throughout your travels. The rare items will grow with you 
as you complete specific quests (see the chart below). The Sequence is a Knights word that grows in 
Weapon Attack, The Sapere Aude is a rod, and its Magic Attack grows. The Acacia Hat (a helm) grows 
in Magic Resistance, and the Peytral armor grows in Weapon Defense. 



GROWTH ITEM 

RELATED LINK MISSIONS 

RELATED NORMAL MISSIONS 

\ 

Sequence 

1,2 & 3 

040: Battle Tourney 


Sapere Aude 

4, 5 & 6 

041: Mage Tourney 


Acacia Hat 

7, 8 & 9 

042: Swimming Meet 


Peytral 

— 

043: Clan League 







Good jab, 
Marche! 

L You did ui&IL 


Grow llii Lems gain one point in a cer¬ 
tain stat for Harh normal or fink mis* 
skin you complete that is assueiuLed 
with the item, Growth-item missions 
are always repeatable. 
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mu l p ppy 

RANK 3 

rUm LL ili 

whenB^H 

After clearing Mission 003 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

Sequence growth 




The boss, Pam Le Fey, can warp 
between worlds at wilL Every 
time one player injures her, she 
will warp to the other players 
world. The second player must 
then injure her before the first 
can strike again. 


2 CLAN 

MEMBERS (2P) 


2 CLAN 
MEMBERSHIP) 


THE OLD anE-TlUO 




DMK WMDEflEfl 


WHEN 

OBJECTIVE 

REWARDS 


| After clearing Mission QQ3 & the Link Mission Fam Le Fey 
| Defeat all enemies! 

Sequence growth 



2 CLAN 
MEMBERS IIP) 


2 CLAN 

MEMBERS I2P) 


Sinh v-our teeth in 


The easiest way to defeat the 
Vampire is by having a pair of 
White Mages unleash Life and 
Curaga spells. Don’t take it out 
with an Assassin—the Dark KO 
spells will regenerate the fiend. 


JOB (NAME) LEVEL A-ABILITY A-ABIL1TY R-ABILITV S-ABILITY EQUIPMENT 


Sprite 

13 

Trick 

- 

- 

- 

- 

Tfrania 

13 

Flouresce 

- 

- 

Weapon Atk+' 

— 

Vampire < Dei usiahf 

19 

lllude 

— 

— 

— 

— 

Titania 

13 

Floy re see 

- 

- 

- 

— 

Sprite 

13 

Trick 

” 

- 

- 

— 


RANK 5 

DEMON ilEDUX 

WHEN 

After clearing Mission 003 & the Link Mission Dark Wanderer 

OBJECTIVE 

Defeat ail enemies! 

REWARDS 

Sequence growth 


m flnD mw 

Don't get close to the Master- 
berry! Its knife attacks will dev¬ 
astate even the most powerful 
party members. Its a very slow 
monster, however, so you should 
have no trouble avoiding it. 



2 CLAN 
MEMBERS [\P) 


JOB (NAME/ LEVEL A-AEfUTr 

. T 


EQUIPMENT 

vampire 

19 

lllude 

— 


_ 

— 

Titan ia 

17 

Flouresce 

— 


- 

— 


29 

Malice 

_ 


, Weapon Atk-v- 


mania 

17 

' Flouresce 

— 

— 

Weapon A ffc+ 


Vampire 

19 

lllude 

— 

— 

- 

— 







































































































RANK 3 

NEWBIE HUNT 

WHEN 

After clearing Mission 003 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

Sapere Aude growth 



2 CLAN 

MEMBERS (2P) 


COBLin GHOULS 

Nothing but a whole lot of 
Goblins who love to punch 
things. Bring your two fastest 
Hunters and let them lay waste 
to the monsters with the 
Sidewinder ability. 


2 CLAN 

MEMBERS IIP) 



aMtswaaMii 

LEVEL A-ABILITY 

A-ABILITY 

vTBBBBWl 

S- ABILITY 


A 

Goblin 

5 

Punch 

— 

Counter 

— 

— 

B 

Goblin 

5 

Punch 


Counter 

— 

- 

C 

Goblin 

5 

Punch 


Counter 


“ 

0 

Goblin 

5 

Punch 

— 

Counter 



E 

Goblin 

5 

Punch 


Counter 



F 

Goblin 

5 

Punch 

- 

Counter 

- 

~ 

G 

Goblin 

5 

Punch 


Counter 


— 



After clearing Mission 003 St the Link Mission Newbie Hunt 


Defeat all enemies! 


Sapere Aude growth 



2 CLAN 

MEMBERS IIP) 


2 CLAN 
MEMBERS (2PI 


swim, Dorn sink 

Don't let a little bit of water stand 
in your way. Equip your charac¬ 
ters with Feather Boots if you 
want to stand on the liquid, or 
Fairy Boots if you would rather 
get around quickly. 



JOB (NAME! LEVEL 

ABILITIES’ 

A-ABILITY 

Usability! 

S-ABILITY 

EQUIPMENT 

A 

Red Panther 

7 

Rake 

- 

Counter 

Reveal 

— 

B 

Red Panther 

7 

Rake 


Counter 

Reveal 

— 

C 

Red Panther 

7 

Rake 

- 

Counter 

Reveal 

— 

D 

Red Panther 

7 

Rake 

- 

Counter 

Reveal 

— 

E 

Red Panther 

7 

Rake 


Counter 

Reveal 

- 

F 

Red Panther 

7 

Rake 

- 

Counter 

Reveal 

— 

m 

Red Panther 

7 

Rake 


Counter 

Reveal 

~ 


™™ EXPEflT HUN 


WHEN 

After clearing Mission 003 and the Link Mission Real Hunt 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

Sapere Aude growth 



2 CLAN 
MEMBERS (1PI 


up arm Duuin 

There's a huge elevation differ¬ 
ence on the battlefield. Use 
attacks that ignore height, and 
bring along units with distance 
attacks—like a Summoned or 
Black Mage — so you don't 
approach the Ton berries. 




mi n j n nm~rri hjlli .. ; i rr^r 





































































































































RANK 3 

E 2 ELS LETTEfl 

WHEN 

After clearing Mission 024 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

Acacia Hat growth 


HEflUV LIDS 

Ezels favorite spell is Azoth, 
which will put your entire party 
to sleep. If you want to keep your 
eyes open t pass out Fortune 
Rings to everyone before the bat¬ 
tle begins. 



2 CLAN 

MEMBERS (2P) 


2 CLAN 
MEMBERS (IP) 


. 1 

JOB (NAME) LEVEL 

-ABILITY 1 

A-ABILITY 

R ABILITY 

S-ABILITY 


A 

Hermetic (Ezel) 29 

Hermetic 


Block Arrows 

Weapon Atk+ 

Sage Crosier, Gaia Gear, Black Hat 

B 

Rumeseeker (Babusl 31 

Rune 


Counter 

Weapon Def+ 

Lotus Mace, Aegis Shield, Mirage Vest 


RANK 4 

3112 'S LETTEfl 'f^JS 

WHEN 

After clearing Mission 024 & the Link Mission Ezel's Letter 

OBJECTIVE 

Defeat all enemies! 

REWARDS 

Acacia Hat growth 


BURGLED! 

All of the enemies' accessories 
are rare ones that nullify status 
ailments. Put them to sleep how¬ 
ever you see fit, then catch them 
unawares and take the goods. 
Also snatch Diabolique and the 
Master Bow. 



2 CLAN 

MEMBERS (2PI 

2 CLAN 

MEMBERS IIP) 





LEVEL 

■EawiliiHM 

mm 'Tfw 

R-ABILITV 

^ftABll3TY>l 

It . mi 

A 

Sniper (Shara) 

33 

Sharpshoot 

— 

Auto-Regen 


Master Bow, Ninja Gear, Cachusha, Star Armlet 

B 

Bisk ma tar (Llednar) 

41 

Dark Magic 

Flair 

Counter 


SaveTheQueen, Maximillian, Bangaa Helm, Caligula 

C 

Elementalist jRitz) 

37 1 

Spirit Magic 

— 

Absorb MR 


Diabolique, Mirage Vest, Cachusha 


™S™ C 1 B S LETTEfl 



WHEN 

OBJECTIVE 

REWARDS 


After clearing Mission 024 & the Link Mission Rltz's letter 


Defeat all enemies! 


Acacia Hat growth 


THE BIG BRAWL 

You have a tough task ahead of 
you in Cid's Letter. Bring along a 
Red Mage who knows Double¬ 
cast and Summoner skills, plus 
an Assassin or two. Strong phys¬ 
ical types who know Double 
Sword will also help. 



2 CLAN 

MEMBERS (IP) 


2 CLAN 

MEMBERS (2P) 


JOB INAME) LEVEL 

A-ABILITY A-ABIUTY 

■HP 


EQUIPMENT 

Hermetic ttzel)! 

29 

Hermetic 

— 

Block Arrows 

Weapon Atk+ 

Sage Crosier, Gaia Gear, Black Hat 

Sniper (Share) , 

33 

Sharpshoot , 

Red Magic 

Auto-Regen 

- 

Master Bow, Ninja Gear, Cachusha, Star Armlet 

Uuneseeker (Baijus], 

31 

Rune 

- 

Counter 

Weapon Def+ 

Lotus Mace, Aegis Shield, Mirage Vest 

Beratalisttol 

Z1 ' 

Spirit Magic 

Cornet 

Absorb MP 1 

— 

Diabolique, Mirage Vest, Cachusha 

fliskni&tarlUednarfj 

41 j 

Dark Magic , 

Flair 

Counter 

“ 

SaveTheGueen, Maximlllian, Bangaa Heim, Caligula 
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Special missions called Reserve Missions are available only if yon link your game with another player. To 
link up, you will need two GBAs, two copies of the game and a single Game Boy Advance Game Link Cable. 
Reserve missions won t appear until you link up for the first time. 



RESERUE-miSSIOn 
comBirmTions sets 

The Reserve missions will appear in one of four combinations. The 
combination set is randomly decided as soon as you start a new game, 
and you cannot change it* If you get combination A, B or C, you must 
trade with a friend for Mission Items (Gold Vessel, Etdagusro and/or 
Vermillion) before you can complete all the missions. If you arc lucky 
enough to get combination D ? you need only to link with a friend and 
open the Reserve missions no trading required. 


camBinflTmn a 



comBinflTian 


HEtiO OF YOflE A 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


■ clearing Mission 010 


Seven days 


3 r UUD Qil, 4U AK 20 CP, Vermillion 


MY MISSION 'A 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After dearing Mission 011 and Hero Qf Yore A 


Gold Vessel & Eldayusto 


Five enemy KO s 


G,QQ 0 Gif 50 AP, 20 CP 




™ JADE DHEAM 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Missions 012 and My Mission B 


Two battles 


50,000 Gil, 70 AP r 20 CP 


m i -h i i -i i m-m H i TX/nrhroBErrrrn T! CLTTirTjr titt ri.r f i n i t i T rr 




mu 

r . i -fi . -i-—f i 


iroy- 


s BtaKH 

































































































coniBinflTion c 


RANK 3 


SMJEE flEEIPE a 




CANCEL: OK 



REPEAT: HO 

1 




comein^Tion d 


SHINING im B 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


* clearing Mission 003 


Seven days 


21,000 Gil 00 AP, 20 CP, Gold Vessel 


HERD OF VOflE B 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


'clearing Mission 010 


Seven days 


21,000 Gil p 00 AP, 20 CP, Vermillion 


SfUEE flECIPE B 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 010 


Seven days 


21,000 Gil GO AP, 20 CR Eldagosto 


CANCEL: DK 


REPEAT: NO 


CANCEL; OK 


REPEAT: NO 


-•:> .; r ~ —— ] 

CANCEL: OK* 


REPEAT: NO 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 010 


Any pub 


Seven days 


3,000 Gil 40 AP, 20 CP, Eldagusto 


CANCEL: OK 


REPEAT: NO 


“SB" MV MISSION C 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission Oil and Sauce Recipe A 
Any pub __ 

Gold Vessel & Vermillion _ 

Five enemy KQ's 


6,000 Gil SO AP, 20 CP 


™" JADE UflEAM 


CANCEL: OK 


REPEAT: NO 


WHEN 

WHERE 

REQUIREMENTS 

DURATION 

REWARDS 


After clearing Mission 012 and My Mission C 


Two battles 


50,000 Gil 70 AP, 20 CP 


H EMJMElEim EM in i h i"’ i : ii : i i; in i m u n m i n u 11 m rm □ □rnrtirnxicnno' EK3V19 
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In the following pages, you'll find charts that cover 
nearly everything in the game, till items are classified 
by type and then alphabetized. 



PARAMETER—RAISING BONUSES 

[ • Bonus points for equipped character 

* M-RESISTANCE = Magic Resistance bonus * M-POWER = Magic Power bonus 

















ATTRIBUTE 

ATTACK 

DEFENSE 

(VI POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BLOOD SWORD 

— 

IB 

— 


— 

— 

— 

- 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



DRAINS TARGET'S HP 

PROVOKE (SOLDIER) 

WYRMKILLER (DRAGOON) 

— 



OTHER EFFECTS 


ABILITIES 


I Additional effects when equipped | 


| Abilities that can be learned, followed by the job that can learn them _J 

iri L. 4 yi-c i J—j i je Ml N't LT..1 11 Ii-n IT i in f,n !■- r.i ii. ib-.ii. l i . i trii -r •TLiYr mi :i 

Dragoon, Soldier, Warrior 


a Mxmjm:.! m i war ■’ ml f 


SUJORDS 


— 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BLOOD SWORD 

— 

ie 

- 

— 

— 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



DRAINS TARGET'S HP 

PROVOKE (SOLDIER) 

WYRM K1LLER (D RACOON) 

- 



ATTRIBUTE 

ATTACK 

defense 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

f^T] 

DIID/'I AD ClA/nDn 


. - 

— 

— 

— 

“ 

- 

- 

— 

r*\ 

bUnuLArS oWUnU 

OTHER EFFECT 

ABILITY i 

ABILITY 2 

ABILITY 3 



- 

SENSOR (SOLDIER) 

~ 

— 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-ROWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


DlfCTCD ClAfADn 


35 

5 

— 

— 

- 

- 

- 



UUb 1 bn bWUKU 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 



- 

MINDBREAK (SOLDIER, WARRIOR) 

WYRM TAMER (DRAGOON) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

171-re E 5 IS TAN CE 

MOVE 

JUMP 

EVADE 

SPEED 


CHIRIJIRADEN 


65 

— 

— 


— 

- 

— 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 1 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


pai r oiAinon 

WIND 

36 

- 

— 

- 

— 

“ 

- 

1 


uALt ovVUnU 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

GREASED BOLT (WARRIOR) 

~ J 

1 ^ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


1 An ATE ClAfODn 

ICE 

—tF 

— 

S 

- 

— 



- 


LAuLnut uWUnU 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



— 



1 “ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MYTHRIL SWORD 

;— J 

33 

— 

— 

- 

— 

I 

— 

- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




COMBAT COMBO (SOLDIER, WARRIOR) 

Z_1 

- 



Al INIBUIt 

AL LACK 

DEFENSE 

M-POWER 

^RESISTANCE 

MOVC 

JUMP 

EVADE 

SPEED 


rtMirvM cu/non 


29 

s 

— 

5 

“ 

— 

10 

- 


UNIIUIM CtWUKU 

OTHER EFFECT 

ABILITY l 

ABILITY 2 

ABILITY 3 



- 



1 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


DEETODCD 


40 

— 

5 

5 

- 

— 

— 

— 


Kbo1 Untn 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

DOWNSIZE (WARRIOR) 

LANCET (DRAGOON) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SHORTSWORD 


25 



— 

— 

— 

— 

- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

FIRST AID (SOLDIER, WARRIOR) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SILVER SWORD 

— 

30 

— 

— 

- 

— 

- 

2 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

SFEEDBREAK (SOLDIER, WARRIOR) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


wihTnn piKinnn 


33 

h^r — 

— 

W 


- 

— 



VICTOR SWORD 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

“ 




attribute 

ATTACK 

DEFENSE 

1 M-POWER 

M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 



HOLY 

38 


* 

— 

— 

— 

2 

~ 


VITAMOvA 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ABSORBS HOLY 

DRAGONHEART (DRAGOON) 

—- - - --|-|-—-— 

- : 

1 - 1 
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BLADES 


: ' ' ""''' . .. . " .. ... 1 

Fighter, Gladiator, Mog Knight 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVAOE 

SPEED 

tea 

ADAMAN BLADE 

- 

65 

15 

- 

— 

— 

- 

- 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

VS 

AIR BLADE 

WIND 

40 

— 

- 

- 

— 

— 

- 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES WIND 

AIR EL AST (FIGHTER) 

BOLT SWORD (GLADIATOR) 

- 


ATMOS BLADE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


LIGHTNING 

36 

- 

- 

— 

— 

- 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

AIR RENDER {FIGHTER} 

MOG LANCE (MOG KNIGHT) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


AYVUIR BLUE 

— 

51 

- 

— 

13 

— 

- 

2 

— 

OlHER EFFECT 

ABILITY 1 

ARII ITY 2 

ABILITY 3 



- 

- 

- 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFR 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


AYVUIR RED 

— 

52 

10 

- 

— 

— 

— 


2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

- 

~ 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

Nl-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


EBON BLADE 

DARK 

B4 

5 

- 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY! 

ABILITY 3 


“ 

~ 

T - 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M’ RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


FLAMETONGUE 

FIRE 

38 

— 

- 

- 

- 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



~ 

SACKDRAFT {FIGHTER) 

FIRE SWORD (GLADIATOR) 

MOG ATTACK (MOG KNIGHT) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ICEBRAND 

ICE 

42 

- 

— 

— 

- 

- 

- 

— 

QIHbK EFFECT 

ABIL1IY 1 

ABILITY 2 

ABILITY 3 



- 

ICE SWORD {GLADIATOR; 

MOG AtD (MOO KNIGHT) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


KWIGON BLADE 

- 

40 

2 

— 

3 

— 

— 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




FAR RST (FIGHTER) 

MOG GUARD (MOG KNIGHT) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MATERIA BLADE 

— 

17 

- 

15 

13 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

ULTIMA SWORD (GLADIATOR) 

ULTIMA CHARGE (MOG KNIGHT) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

MYTHRIL BLADE 

— 

32 

- 

- 

— 

- 

1 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

FIGHT COMBO {FIGHTER) 

SWORD COMBO (GLADIATOR) 

CHARGE COMBO (MOG KNIGHT) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


OGUN BLADE 

- 

42 

- 

2 

— 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

WILD SWING (.FIGHTER, GLADIATOR) 

- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

FVADF 

sprnn 

% 

PARAIBA BLADE 

— 

33 

— 

ID 

- 

— 

- 

2 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

MOG PECK (MOG KNIGHT) 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M--POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

** 

PEARL BLADE 

— 

45 

— 

— 

- 


- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

MOG SHIELD {MOG KNIGHT; 

- 

“ 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESlSTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SHADOW BLADE 

— 

32 

— 

— 

— 

— 


2 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY a 



- 

BEATDOWN (FIGHTER, GLADIATOR) 

MOO RUSH (MOG KNIGHT) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-Pftwn? 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

1 


SUN BLADE 

- 

3/ 

- 

- 

— 

— 


OTHER EFFECT 

ABILITY 1 

AbILI l Y ‘A 

ABILITY 3 



“ 

GLITZ (FIGHTER, GLADIATOR; 

- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

IUMP 

FV4DF 

SPEED 


SWEEP BLADE 

- 

23 

— 

- 

— 

— 


— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABflflYS 



- 

RUSH {FIGHTER, GLADIATOR) 

- 

- 

,i 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

2 

s 

VENUS BLADE 

FIRE 

45 

- 

2 

- 

- 

— 

- 


OTHER EFFECTS 

ABILITY 1 

ABILITY 2 

ABILITY 

3 

I ABSORBS FIRE, REOUCFS WATER BY HALF 

DOUBLEHAND (FIGHTER, GLADIATOR) 

- 1 

- 
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Blue Mage 


11 i I _u 1 r. I UTU. L! 


SABERS 



AQUA SABER 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


WATER 

T6 

— 

— 

— 


- 

6 

— 

OTHER EFFECT 

ABJUTY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

IVF POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

BLUE SABER 

- 

25 

— 

- 

— 

— 

— 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

LEARNING (SLUE MAGE) 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

V 

HARPE 

— 

42 

— 

5 

— 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVAOE 

SPEED 


MANGANESE 

- 

47 

- 

to 

- 

— 

— 

3 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

MYTHRIL SABER 

— 

33 

— 

- 

- 

- 

1 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

BLUE COM DO (BLUE MAGE) 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SHAMSHIR 

— 

31 

— 

— 

— 

— 

— 

2 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

defense 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SOULSABER 

FIRE 

35 

— 

— 

10 

- 

- 

& 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




- 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


TULWAR 

— 

55 

10 

— 

10 

- 

— 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



— 

- 

~ 

- 


ft *■ -MTEsgu 

KPIIGHTS WORDS 

r fc 

1 

i curaranj J7L-.J t. u i t 3 n m ,j 11 E..J tsxi a »« mm ■ ec ma-ii 11 m awniM hiiri 

Defender Paladin, Templar 

IZZ“ 

ATTRIBUTE 

ATTACK 

DEFENSE 

NT- POWER 

Wl-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


j APOCALYPSE 

DARK 

32 

— 

— 

— 

— 

— 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




RASP (TEMPLAR) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

|arch$word 

- 

46 

— 


- 

- 

- 

- 

- 

OTHER FFPFCT 

ABILITY t 

ABILITY 2 

ABILITY 3 




SAINT CROSS (PALADIN) 

SOUL SPHERE (TEMPLAR) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

]DEFENDER 

- 

37 

- 

- 

— 

- 

1 - 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



1 

NURSE (PALADIN) 

HIBERNATE (DEFENDER) 

~ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

| M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

| EXCALIBUR 

HOLY 

47 


2 

- 

- 

L - 

S 


OTHER EFFECTS 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ABSORBS AND ENHANCES HOLY 

HOLY BLADE (PALADIN) 

- 

1- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

| EXCALI6UR2 

- 

B7 


3 


- 

— 

5 

[ ~ 1 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

— 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

! LIONHEART 


»I 

2 

— 

1 

— 

- 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 1 



- 

DEFENSE (PALADIN, DEFENDER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

LOHENGRIN 

- 

46 

_ 

— 

— 

— 

- 

- I 

| - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 1 


AURA (DEFENDER) 

HASTE (TEMPLAR) 

- 

1 r- 1 

MYTHRIL BRAND 

ATTPISt/TF 

ATTACK 

DEFENSE 

M POWER / 

IW-PESJSTANCF / 

move / 

JUMP / 

1- 

EVADE 

SPEED 1 

ra 

— 

32 

- 

- 


- 

—^- 

* 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 


ABILITY 

'3 

— 



KNIGHT COMBO (PALADIN) 

DEFEND COMBO (DEFENDER) 

SACRE D CO MBO (TEMPLAR) | 



ATTRIBUTE 

ATTACK 

DFFFNSE 

M-POWFR 

M-RESISTANCF 

MOVF 

IUMP 

EVADF 

SPFFU 

s 

NAGRAROK 


75 

~ 

- 

- 

T 

- 


6 


OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 

1 3 

—~ 


1 

1 

“ 

-— -- - 








































































































































































































































































































































































EVADE, 




RAGNAROK 


OTHER EFFECT 


M POWER M-RESrSTANCE 


DROP WEAPON (PALADIN, DEFENDER) 


SILENCE (TEMPLAR) 


W SAVETHEQUEEN 


*■ RESISTANCE MOVE 


OTHER EFFECT 


ENHANCES HOLY 


COVER (PALADIN) 


EXPERT GUARD (DEFENDER) 


ASTRA (TEMPLAR) 




ATTRIRIJTF 

ATTACK 

OFFENSE 

M. POWER 

M-RE5I5TANCE 

MOVE 

JUMP 

EVADE 

SPFFD 

& 

SEQUENCE 

— 

32 

2 

5 

2 

% 

1 

* 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

- -j 





- 



i r-i r« 11 ii n i i-ii ra ,iy—^ ■ a].'— 

ir n ii rt 

Paladin 

i Bi 'tri ra.Hif.irin rc-J i tt r i ii ;heu ii-’j iw i-vm i f j urt r 41 m m i in i i 'i:i:ipo pp 

GRERTSUJORDS 

, Soldier 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

IS 

ANCIENT SWORD 

— 

.1? 

- 

- 

- 

- 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES PETRIFY 

MAGIC BREAK (SOLDIER) 

SUBDUE (PALADIN) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

BARONG 

— 

30 

- 

- 

- 

- 

— 

_ 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

POWER BREAK (SOLDIER) 

PARLEY (PALADIN) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

S 

DIAMOND SWORD 

- 

32 

— 

— 


- 

— 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES SLOW 

MUG (SOLDIER) 

- 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

M-RESI5TANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

HARDEDGE 

— 

13 

- 

- 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY T 

ABILITY 2 

ABILITY 3 



NULLIFIES DOOM 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ICEPRISM 

ICE 

45 

- 

- 

- 

- 

- 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES FIRE AND SILENCE 






ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

1 M-RESISTANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

s 

LUREBREAKER 


51 








OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES SLEEP 

- 1 

1 - 1 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M> RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MASTER SWORD 

— 

59 

- 

- 

- 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES KO 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


OBLIGE 

- 

48 

- 

- 

- 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

A Ri|| ITV 2 

ABILITY 3 



NULLIFIES CHARM 

“ 


“ 



ATTRIBUTE 

ATTACK 

defense 

M-POWEE 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

VIGILANTE 

— 

37 

- 

- 

- 

- 

— 


- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES CONFUSION 

MONKEY GRIP (SOLDIER) 


_-_ 

CZ 1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M'POWER 

M.RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

ZANKPLUS 

— 

49 


— 

- 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES POISON 

- 

1 



1, III Mil 11 ir 1^,-1 I 41 .J-Y ! IJ U [1 1 ( II 1 L - II T -1 1 
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BROADSWORDS 

Defender, Warrior 




attribute: 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BEASTSWORD 


50 

5 

- 

— 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY t 

ABILITY t 

ABILITY 3 



- 

“ 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

PA. POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

CLAYMORE 


49 

5 

- 

— 

— 

— 

“ 

“ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

MONKEY GRIP (WARRIOR) 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ECLIPSE 

=1 

7 ±1 

E 

S 

n 1 

— 

— 

,-1 

“ 

) OTHER EFFECT 

ABILITY t 

ABILITY 2 

AGILITY 3 




* 

l 1 


§gj5 

EL CID SWORD 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

1 M-RESISTANCE 

MOVE { 

JUMP 

EVADE 1 

SPEED 



47 

10 

- 

- 

1 

— 

- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 


ARJIITY 3 

i_i 

—1 

TREMOR (DEFENDER) 

— 
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BROrtDSUUORDS (Continued) 

Defender, Warrior 

1. 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESI5TANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ESTRELEDGE 


' " 

5 

— 

5 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABtUTY 2 

ABILITY 3 

1 _ 

“ 

- 

- 


1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

IV 

FALCHION 

— 

27 

5 

- 

— 

— 

- 

— 

_ | 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

MAGrCBReAK (WARRIOR) 

1 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESI5TANCE 

MOVE 

JUMP 

EVADE 

SPEED 

IH 

PREDATOR 


37 

5 

— 

— 

— 

- 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

LAST BERSERK (DEFENDER) 

— 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

| M RESISTANCE 

MOVE 

JUMP 

FVAOE 

SPEED 


RHOMPHAIA 

— 

5? 

5 

- 


- 

- 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFR 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

w 

SAMSON SWORD 

EARTH 

32 

5 

- 

— 

— 

- 

HI 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



— 

PO WEBB REA K (WARRIOR) 


- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


STRIBORG 


33 

5 

— 

— 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




BODY SLAM (WARRIOR) 

MOW DOWN (DEFENDER) 



TABAHISE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-MOWER 

M-RES [STANCE , 

MOVE 

: jump 

EVADE 

SPEED 


_ 

47 

5 

— 




* 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 


- 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

[ M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

tv 

VAJRA 

LIGHTNING 

4= 

• J 



L “ 



- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ENHANCES LIGHTNING 

MELTDOWN (DEFENDER) 

— 

- 



pi',T31- rx’ii rr ir \ rri vV raa i : i [i.sj.ji jbcki:.i y n i n 1i n ru t i:■:+ 1 <i vjllt rcirtTit i j \ t. t,4-:u i i j judijei..! i i..i i i « n i - ppji =ti w t* 'i”Rr "• w *rnnr eei. i 

KI1IUE5 

r-~ - .~ '.—. - i 

Juggler Thief 

— 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


1 CINQUEDEA 


37 



- 

- 


2 

& 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

STEAL: ABILITY (THIEF) 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

JACK KNIFE 


22 

r - 


- 

- 

- 

1 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

STEAL: GIL (THIEF) 

GIL TOSS (JUGGLER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

JAMBiYA 


31 

1 - 1 

2 


— 

- 

1 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 1 

STEAL: ACCESS, (THIEF) 

DAGGER (JUGGLER) 

tzz - “ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

KARD 


35 


— 

- 

- 

- 

2 

L - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



~ 

STEAL: HELM (THIEF) 


- 



ATTRIBUTE 

ATTACK 

DEFENSE 

MPOWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

(? 

KHUKURI 


37 

- 

— 

- 

— 

— 

i 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

STEAL: LAP (THIEF) 

FIREBOMB (JUGGLER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

KRIS KNIFE 

- 

30 



B 

- 

- 

1 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

HURL (JUGGLER) 

- 

- 

zz-1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

□ 

MYTHRIL KNIFE 

- 

J2 

— 

- 

- 

- 

1 

1 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 




THIEF COMBO (THIEF) 

JUGGLE COMBO (JUGGLER) 

- 

rz-1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-PFSISTANCF 

MOVE 

JUMP 

EVADE 

SPEED 


ORICHALCUM 

■ J 

60 

— 

2 

- 

— 

— 

1 

- 

OTHER EFFFCT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




STEAL: JP (THIEF) 

SMILE (JUGGLER] 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

RONDELL DAGGER 

- 

33 


— 

— 

— 

— 

1 

- 

OTHER EFFECTS 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES IMMOBILIZE AND DISABLE 

STEAL: ARMOR (THIEF) 

RING (JUGGLER) 

1 







































































































































































































































































































































































ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SCRAMASAX 

- 

29 

1 

1 - 

- 

- 

— 

1 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

STEAL : SHIELD {THIEF) 

BALL (JUGGLER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RFSiSTANCF 

MOVF 

IUMP 

EVADE 

SPEED 


SWORD BREAKER 

- 

39 

- 

- 

- 

— 

— 

3 


OTHER EFFECT 

ABILITY T 

ABILITY 2 


ABILITY 3 



- 

STEAL i WEAPON (.THIEF) 

- 

- 



AT1RIHUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


TIPTAPTWO 

- 

55 

— 

— 

— 

— 

— 


15 

OTHER EFFECT 

ABILITY 1 

ABILITY 7 

ABILITY 3 



NULLIFIES SLOW 

- 

” 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


TONBERRIAN 

— 

37 

— 

— 

— 

- 

* 

- 

10 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

~ 

~ 



attribute 

ATTACK 

DefiNSE 

M- POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

ZQRLIN SHAPE 

— 

38 

— 

- 

- 

- 

- 

1 

T 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



_ 

- 

- 

- 



4 1 1 ; i :r u ii non^saa: i r:i ratim n-i n i lairxiai ii n n i lt i.c t r;ii :i;:c..r lljtmi rr j r.i j i ii r r i inrEu: ixvi rt.:'.rr:ii i i > tcj r ti tii rr s t n i : i it u li 1 1 r 





RAPIERS 

Elementalist, Fencer, Bed Mage 


— 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MDVC 

JUMP 

EVADE 

SPEED 



, AERIAL HOLE 

WIND 

43 


3 

- 

— 

— 

- 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


1 

~ 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

P.1-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

COLICHEMARDE 


3S 

- 

— 

— 

1 - 

- 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES BERSERK 

MAGIC POW+ (RED MADE) 

^ 1 

“1 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-FOWER 

M-RESPSTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

S 

DIABOLIQUE 

DARK 

49 

— 

- 

5 

— 

- 

— 

2 

OTHER EFFECT 

AHILITY 1 

AHILITY 7 

ABILITY 1 



NULLIFIES DARK 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RFSrSTAWCF 

MfIVF 

JUMP 

FVADF 

5PFFD 

s 

DJINN FLYSSA 

WIND 

*4 

— 

2 

— 

- 

— 

2 

2 

OTHER EFFECTS 

ABILITY 1 

ABILITY 1 

ABILITY 3 



NULLIFIES AND ENHANCES WIND 

SWALLOWTAIL (FFNCFR) 

SHINING AIR (ELEMENTAL 1ST) 

— 






ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


EPEPRISM 


37 







2 

OTHER EFFECTS 

ABILITY 1 

ABILITY 2 

A BILI IT 3 



REDUCES HOLY & DARK DAMAGE BY HALF 

ELEMENTAL SHIFT (ELEMENTAL 1ST) 

- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

| M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ESTOC 


32 







2 

OTHER EFFECT 

ADILITY 1 

ABILITY 9 

ABILITY 3 




FEATHER BLOW (FENCER) 

BLEEP (RED MAGE) 

HEAVY DUST (ELEMENTAL 1ST) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-PQWER 

M-RES 1 STANCE 

MOVE 

JUMP 

EVADE 

SPEED 


FATALE 

- 

45 

- 

- 

- 

- 

— 

— 

% 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES DOOM 






ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


FLAMBERGE 


35 

5 

- 

— 

— 

— 

— 

2 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



— 

PIERCETHROUGH (FENCER) 

BLIZZARD (RED MAGE) 

WHITE FLAME (ELEMENTAL 1ST) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

LYAUL 

SPEED 



L 

FLEURET 


27 

- 

- 

— 

— 

— 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY J 

ABILITY i 


- 

CURE (RED MAGE) 

EARTH HEAL (ELEMENTAL 1ST I 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

GUPTI AGA 

— 

30 


— 

~ 


r - 1 

— 

7 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

CHECKMATE (FENCER) 



1 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


JOYEUSE 


37 

— 

— 

5 

1 - 



2 

OTHER EFFECT 

ABILITY 1 

AfHI ITY 9 

ABILITY 3 

1 


- 

NJOHTHAWK (FENCER) 

EVIL GAZC CC LOW LNTA LIST) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 



teas? jump 

kVAUk 

bPkkU 

! v 

' LAST LETTER 


45 

- 


| M KkkOTANCk j 

| MOVE 


.1 

7 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ARIL ITY 3 


1 


- 

- 

- -- 




ATTRIBUTE 

ATTACK [ 

DEFENSE 

M POWER 

M RESISTANCE | 

MOVE [ 

JUMP 1 

EVADE 

SPEED 

N 

MADU 

I 

S3 

- 

- 

-~7 

f 

— — 

_ 

2 


OTHER EFFECT 

ABILITY 1 

ADILITY 2 


A BJ LI 1 T 

3 



- I 

DOUBLECAST {RED MAGEIr 

--- --- 


— 
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RAPIERS 


(Continued) 


Elementafist, Fencer, Red Mage 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RE5ISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

MAGE MASHER 

- 

34 

— 

5 

10 

— 

- 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

AB ILITY 3 



- 

MAN AS TRIKE (FENCER) 

BARRIER (RED MAGE) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MYTHRIL RAPIER 

- 

32 

- 

- 

— 

— 

1 

- 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

LUNGE COMBO (FENCER) 

SPIRIT COMBO (ELEMENTAL!ST) 

RED COMBO (RED MAGE) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

SCARLETTE 

FIRE 

27 

- 

2 

— 

- 

- 

- 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

FIRE (RED MAGE) 

FIRE WHIP (ELEMENTAL 1ST) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SILVER RAPIER 

- 

as 

— 

- 

- 

— 

— 

— 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

SHADOW5TICK. (F LNCtHj 

S LI PR AIN (ELEMENTALI5T) 

POISON (RED MAGE) 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE | 

MOVE 

JUMP 

EVADE 

SPEED 


STINGER 

— 

25 

- 

- 


— 

— 

— 

2 

OTHER EFFECT 

A tHU 1 Y 1 

ABILITY 2 

ABILITY 3 



5WARMSTR1KE (FFNCFR) 

THUNDER (RED MAG£> 

— 


^■mK'rrfri to f' r 1 r-mj^irji pit jjncr'T.rJfr ti : n r rj tiztnbb re 4 a. 

Assassin, Ninja 


nan. rets r.nna 


■ wn pjj rw u«a* , j-^ej : J 3 -' tsf • ’>Era ; ,Bsra‘TSE : i 


KATAflAS 


r—- 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

- - - i 

SPEED 

hi 

J ASHURA 

RRE 

33 

- 

— 

- 

- 


— 

‘ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 


FIRE VEIL (NINJA) 

- 

- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

l\ 

J CHARFIRE 

— 

47 

- 

— 


— 

— 

- 

1 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 


attribute 

ATTACK 

DEFENSE 

M-POWER 

^-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

| HEAVEN'S CLOUD 

HOLY 

39 

- 

— 

£ 

— 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ABSORBS HOLY 

UN SPELL (NINJA) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

[ M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

| KIKUICHIMONJI 

— 

40 

- 


5 

- 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




METAL VEIL (NINJA) 

NIGHTMARE (ASSASSIN) 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

|KOTETSU 

— 

37 

1 ~ 

— 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

WOOD VEIL (NINJA) 

ROCKSEAL (ASSASSIN) 

- 


MASAMUNE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


— 

RB 

— 

- 

“ 

- 




OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




OBLIVION (NINJA, ASSASSIN) 


- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M •RESlSTATlC E I 

MOVE 

JUMP 

EVADE 

SPEED 

|S 

MASAMUNE 100 

- 

7fi 

— 

5 






OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 


1 MURASAME 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

WATER 

31 

— 

— 

— 


- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




WATER VEIL (NINJA) 

APHONIA (ASSASSIN) 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

M-R€SISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MYTHRIL EPEE 

— 

32 

- 

- 

- 




_ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



L - 1 

NINJA COMBO (NINJA) 

KILLER COMBO (ASSASSIN) 

- 


NINJA KNIFE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

_ 

31 

- 

— 

— 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



1 

THROW (NINJA) 

- 

- 



ATTRIBUTE 

ATTACK 

□fffnse 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP i 

EVADE 

SPEED 

\ 

NOSADA 

- 

42 

- 

— 

— 


——— 

- 1 

_ 

OTHER EFFECT 

ABILITY 1 

ABILITY 7 

ABILITY 3 

i 1 

1 

DOUBLE SWORD (NINJA) 

- 

- 

\ 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE [ 

MOVE 

JUMP 

EVADE 

SPEED 

OSAFUNE 

- 

35 

5 

- 1 

~ - 1 

- 

- 

' 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

- --- L 

ABILITY 

3 




EARTH VEIL (NINJA) 


r--1 







































































































































































































































































































































































i 




'Ll 




ATTRIBUTE 

ATTACK 

DEFENSE 

IW-POWER 

NT-RESISTANCE , 

MOVE 

JUMP 

EVADE 

SPEED 

X 

PETALCHASER 

- 

34 

— 

— 

- 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 1 

ABILITY 3 



- _ 

LAST BREATH (A$$A$$lld.) 

“ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-PGWFR 

M-RFSI STANCE 

MDVF 

JUMP 

EVADE 

SPFFD 

X 

SILKMOON 

— 

33 

- 

- 

- 

- 

- 

2 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

“ 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

FVADF 

RPFFO 

% 

ZANMATO 

HOLY 

22 

- 

2 

- 

- 

- 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ENHANCES HOLT. REDUCES DARK BY HALF 

ULTIMA MASHER (ASSASSIN) 

- 

- 





ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BLESS STAFF 

— 

£3 

— 

— 

£ 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY ] 

ABILITY 2 

ABILITY 3 



- 

LIFE {WHITE MAGE) 

DISPEL (BISHOP) 

- 


CHEER STAFF 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

K. 

- 

M 

— 

— 

5 

- 

- 

2 

- 

OTHER EFFECT 

ABILITY 1 

AGILITY 2 

ABILITY 3 



- 

AUTO-LIFE (WHITE MAGE] 

JUDGE (BISHOP! 

MAD 11N (SUMMONER) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

CURE STAFF 

- 

Z9 

— 

— 

3 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY i 

ABILITY 2 

ABILITY 3 



HEALS TARGETS HP 

CURA (WHITE MAGE, 01 SHOP) 

KIRIN (SUMMONER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

MPOWER 

M'RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

A. 

DREAM WATCHER 

- 

43 

- 

10 

15 

— 

— 

- 

- 

OTHER EfrECT 

AGILITY 1 

ABILITY 2 

ABILITY 3 



- 

-1 

| - 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

| M RfcSlSTANCb 

MOVE 

JUMP 

EVADE 

SPEED 

\% 

GARNET STAFF 

- 

" 

6 

— 

5 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

BARRIER (BISHOP) 

CARBUNCLE (SUMMONER) 




ATTRIBUTE 

AT JACK 

DEFENSE 

M-rowcn 

M-RES (STANCE 

MOVE 

JUMP 

EVADE 

orccD 

tSJ 

GUARD STAFF 

— 

21 

fl 

- 

6 

- 

- 

- 

— 

OTHER EFFECT 

ABILITY T 

ABILITY 2 

ABILITY 3 



- 

PROTECT (WHITE MAGE) 

JFRIT (SUMMONED 

- 



ATTRIBUTE 

ATTACK 

DEFENCE 

M-POWER 

M-RESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

JUDGE STAFF 

LIGHTNING 

21 

— 

3 

3 

— 

— 

- 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



- 

SHELL (WHITE MAGE) 

AERO (DISKOP) 

RAMUH (SUMMONER) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

Nl-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

's 

MYTHRIL STAFF 

- 

32 

— 

- 

3 

- 

1 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

WHITE COMBO (WHITE PA AGE j 

PRAY COMBO (BISHOP) 

SUMMON COMBO (SUMMONER) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

I M RESISTANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 


NIRVANA CTAFF 

HOLY 


~ - 

- 

« 

1 1 

1 1 

- 

E 

idfnVMiUH o iftrr 

OTHER EFFECT 

ABILITY 1 

ABILU Y 2 

ABILITY 3 



- 

FULL-UFE (WHITE MAGE) 

HOLY (DIB HOP) 

PHULNIK (SUMMONER) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


POWER STAFF 

- 

45 

0 

— 

5 





OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

PURE STAFF 

- 

23 

— 


& 





OTHER OTECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

ESUNA (WHITE MAGE) 

UNICORN (BUM MO NCR) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

X 

SNAKE STAFF 


2$ 

- 

— 

5 

— 

- 

- 

1 - 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



NULLIFIES PETRIFY 

BREAK (BISHOP) 

SHIVA (SU MM ONER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

SPRING STAFF 

WATER 


— 

— 


- 

1 — 


- 

1 - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

_1 

AUILI1Y ‘4 



NULLIFIES WATER 

CURAGA (WHITE MAGD 

WATER (DlSlfOP) | 


WHITE STAFF 

ATTRIBUTE 

AFTACK 

DEFENSE 

MPUWEN 

MKE3I3IANCL 

MOVE 

JUMP 

EVADE 

SPEED 

K 

— 

T& 

— 

- 

5 

- 


— 

_ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 

3 


REMOVES DOOM 

CURE (WHITE MAGE) 


- 


l i i j.jj _ll_li,u_ijd . ,i I || [„L_Ljj q u_.u_rn 1 1 1 i-ti i i- i n n r gnn i i-r 1 t rmm ~ i ] i r r r i 




t t-it i h i nn" ii 




& 




ii lLAMMMl 


l\ 



m 


































































































































































































































































































ri h- rr i m mn r 
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Black Mage, Illusionist, Time Mage 


RODS 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

CHILL ROD 

ICE 

27 

— 

2 

- 

- 

- 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


ENHANCES ICE 

BUZZ AG A (BLACK MAGE) 

STOP (TfME MAGE) 

DELUGE (ILLUSION fST) 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

1 

FIREWHEEL ROD 

FIRE 

31 

— 

2 

— 

— 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

FIR A (BLACK MAGE) 

HASTE (TIME MAGE) 

PROMINENCE (ILLUSIONIST) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

* 

FLAME ROD 

FIRE 

27 

- 

2 

- 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ENHANCES FIRE 

FIR AG A (BLACK MAGE) 


- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

FORCE ROD 

- 

36 

— 

S 

— 

— 

— 


- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

QUA M 1th (TIME MAGE) 

- 

- 



ATTRIBUTE 

ATI AC K 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


HERETIC ROD 

DARK 

31 

— 

20 

- 

- 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

MPOWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MYTHRILROD 

— 

32 

— 

2 

- 

- 

1 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

BLACK COMBO (BLACK MAGE) 

TIME COMBO (TIME MAGE) 

SPELL COMBO (ILLUSIONIST) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

IYI-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


PRINCESS ROD 

- 

36 

6 

2 

5 

- 

- 

2 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ENHANCES WIND, FAftTH A WATER 

STAR CROSS (ILLUSIONS!) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ROD 

- 

78 

- 

2 

- 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



FNHAWCES WIND, EARTH & WATER 

FIRE (BLACK MAGE) 

THUNDER (BLACK MAGS) 

BLIZZARD (BLACK MAGE) 



An RI BUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

SAPERE AUDE 

— 

13 

2 

5 

2 

1 

1 

2 

t 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 



- 

— 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

SLEET ROD 

ICE 

21 

— 

2 

— 

- 

— 

— 


OTHER EFFECT 

ABILITY 1 

AGILITY 2 

ABILITY 3 



- 

BUZZARA (BLACK MAGE) 

SILENCE (TIME MAGE) 

FREEZEDLINK (ILLUSIONIST) 


STARDUST ROD 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

- 

29 

- 

S 

— 

— 

— 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



— 

DEMI (TIME MACit) 

STARDUST (ILLUSIONIST) 

- 



ATTRIBUTE 

ATTACK 

OEFFNSE 

M-POWER 

M-RES (STAN CE 

MOVE 

JUMP 

EVADE 

SPEED 

1 

TERRE ROD 

EARTH 

£3 

- 

2 

— 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY | 

ABILITY 2 

ABILITY 3 


ENHANCES EARTH 

SLOW (TIME MAGE) 

SOIL EVIDENCE (ILLUSIONIST) 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


THHR Rnn 

LIGHTNING 

27 

— 

2 

- 

- 


- 

- 

j nuii nuu 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


ENHANCES LIGHTNING 

THUNOAGA (BLACK MAGE) 

QUICKEN (TIME MAGE) 

WILD TORNADO (ILLUSIONIST) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

THMWnFR Rfin 

LIGHTNING 

21 


2 

— 

— 

— 

— 

— 

mUNl/Cn liUU 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 

' 3 


- 

THUNDARA (BLACK MAGE) 

REFLECT (TIME MAGE) 

TEMPEST (ILLUSIONIST) 


iii T»a-fE!i.r nmjsti mi 
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Alchemist, Sage 


mflCES 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

BATTLE MACE 

- 

31 

- 

- 

- 

- 

— 

— 


OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 


- 

WATER (SAGE) 

AERO (SAGS) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWtR 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


CACTUS STICK 

- 

Q2 

— 

2 

5 

— 

— 


— 

OIHEH fcf-htCT 

ABILITY 1 

ABILITY 2 

ABILIT' 

(3 


- 

- 


— 


DRUID MACE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


— 

33 

- 

3 

5 

- 

_ 

" 2j| 

_ 

OTHER EFFECT 

ABILITY 1 

AD 11 ITY 2 


ABILITY 

-3 

- 


BLIND (SAtiE) 

PO150N (ALCHEMIST) 
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BOUJS 


(Continued) 


v « 'WfjnEViQn: 

Archer 


unrr r? a : Ii 3 cg: eex 13 { 


um. m m~m ram. Fca 


fl| J1I7IT.AI .rai 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

J SPEED J 


SILVER BOW 

— 

23 

- 


- 


[ — 



OTHER EFFECT 

ABILITY T 

ABILITY 2 

ABILITY 3 



&-PANCL RANGE 

BURIAL (ARCHER! 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

f MOVE 

JUMP 

EVADE 

SPEED 


TARGET BOW 

— 

35 

— 


— 

- 


3 


OTHER EFFECT 

ABILITY l 

ABILITY 2 

ABILITY 3 



5 PANEL RANGE 

CONCENTRATE (ARCHER) 


- = 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RES (STAN CE 

MOVE 

JUMP 

EVADE 

SPEED 


THORN BOW 

- 

25 

- 

- 

- 

- 


- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



5-PANEL RANGE 

AIM: LEGS (ARCHER) 

| 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

Ml POWER 

M RESISTANCE 1 

MOVE 

TUMP 

EVADE 

SPEED 

f 

YOICHI BOW 

- 

** J 

- 

- 




— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



5-PANEL RANGE 

TAKE AIM (ARCHER) 

_ 

— 


i pi .rr i r Fa BHHHHHEBHHH|| rear;nI(i«tiBMjj:JMHH mm.'. ;»m 

Assassin, Hunter, Sniper 


CREflTBDUIS 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

Mi RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

r 

ARBALEST 

EARTH 

42 

- 

- 

— 

- 

- 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


7-PAN EL RANGE 

* 

“ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 


f 

CRANEQUIN 

— 

2fl 

— 

— 

— 

— 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


5-PANEL RANGE 

SONIC DOOM (HUNTER) 

EtESO TOY ICO (SNIPER) 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

IUMP 

EVADE 

SPEED 

WL 

FEY BOW 

WIND 

31 

— 

— 

— 

- 

— 

a 

— 

OTHER EFFECT 

ABILITY | 

ABILITY 2 

ABILITY 3 


6-PANEL RANGE 

AIM: VITALS (HUNTER) 

AIM: ARMOR (SNIPER) 

SHADOWBIND (ASSASSIN) 



ATTRIBUTE 

attack 

DEFENSE 

M-FOWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

f 

GASTRA BOW 

— 

51 

— 

- 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



7-PANEL RANGE 

- 

- 

- 


HADES BOW 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWCR 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

r 

DARK 

33 

-* 

— 

— 


- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY S 

ABILITY 3 



5-PANEL RANGE 

SIDEWINDER (HUNTER) 

DEATH SICKLE (SNIPER) 

- 


, HUNT BOW 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-R ES1 STAN C C 

MOVE 

JUMP 

EVADE 

SPEED 

w. 

- 

33 

- 

— 


— 

- 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



6-PANEL RANGE 

HUNTING (HUNTER) 

AIM. WALLET (SNIPER) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RL31STANCE 

MOVE 

JUMP [ EVADE | SPEED 

f 

MARDUK BOW 

- 

39 

— 

— 

- 



1 1 - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

1 

ABILITY 3 



7-PANEL RANGE 

- 

~| z 



AH HI BUTE 

Al TACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVC 

JUMP 

EVADE 

SPEED 

f 

MASTER BOW 

- 

41 

- 

— 

- 

— 


2 

- 

OTHER EFFECT 

AGILITY 1 

ABILITY 2 

ABILITY 3 



5-PANEL RANGE 

ADDLE (HUNTER) 

AIM: WEAPON (SNIPER) 

- 



ATTRISUTE 

ATTACK 

DEFENSE 

M-PQWER 

M-RES (STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

r 

MAX'S OATHBOW 

DARK 

et 

— 

2 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY l 

ABILITY 2 

ABILITY 3 



G PANEL RANGE 

DOOM ARCHER (SNIPER) 

- 

- 


MYTHRIL SHOT 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

■f 

- 

33 

— 

— 

- 

— 

1 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



5-PANEL RANGE 

HUNT COMBO (HUNTER) 

SNIPER COMBO (SNIPER) 

— 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

(f 

NIKE BOW 

LIGHTNING 

37 

5 

— 

- 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

AUILI1Y £ 

ABILITY 3 



§ PANEL RANGE 

WEAPON ATK4 (HUNTER) 

- 

- 



ARRIBUTF 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

CVADE 

SPEED 

0 

RANGER BOW 

EARTH 

23 

— 

— 

— 

— 

— 

— 


■ vniiULn mu vv 

OTHER EFFECT 

ABILITY 1 

ABILITY t 

ABILJIT 

3 



5-PANEL RANGE 

CAPTURE (HUNTER) 

AGUE (ASSASSIN) 

_ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RES (STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

F 

SEVENTH HEAVEN 

HOLY 

15 

— 

_ 

— 

— 

— 

5 

_ 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 


ABILITY 

3 



6-PANE l RANG E 

ULTIMA SHOT (HUNTER) 

— 

- 








































































































































































































































































































































































/ 

TWIN BOW 

f 

WINDSLASH BOW 


OTHER EFFECT 


■b-PANEL RANGE 


M RESISTANCE 


ADVICE (HUNTER) 


POUBLESHQT (SNIPER) 


M RESISTANCE 


OTHER EFFECT 


5-PANEL RANGE 


OUST (HUNTER) 


CONCEAL (SNIPER) 


fiwp KE^Eg.i^ir: f.rs rurezr i^nss, ia . wi^M iFizta r EEEtrfe a^ew^aaciBraiBMBtig Hgmpg«aial‘fp^ Bwr.:Esar-i:)i m:::kwi 


SPEARS 


Dragoon, Templar 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BANGAA SPIKE 

— 

53 

5 

2 

5 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 7 



2.panel pierce 

“ 

“ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

IUI. POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

BEASTSPEAR 

— 

31 

IQ 

- 

- 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


2 PANEL PIERCE 

- 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


DRAGON WHISKER 

— 

45 

- 

- 

- 

— 

1 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


2-PANEL PIERCE 

BANGAA CRY (DRAGOON) 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M'POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

GAE BOLG 

LIGHTNING 

39 

— 

— 

— 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



J-PANEL PIERCE 

BOLT BREATH (DRAGOON) 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ICE LANCE 

ICE 

33 

- 

— 

- 

— 

— 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

A HI L11 Y 3 


2-PANEL PIERCE 

ICE BREATH (DRAGOON) 

“ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

JAVELIN 

— 

31 

— 

— 

— 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



2-PAN EL PIERCE 

WARCRY (TEMPLAR) 

JUMP (DRAGOON) 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M.POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


KAIN'S LANCE 

— 

47 

- 

— 

— 

— 

1 

— 

— 

OTHER EFFECT 

ABILITY 1 

ARIL ITY 7 

ABILITY 3 



2-PANEL PIERCE 

LIFE BREAK (TEMPLAR) 

“ 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\ 

LAVA SPEAR 

FIRE 

33 

— 

- 

- 

— 


“ 

“ 

OTHER EFFECT 

ABILITY 1 

AUILII Y 2 

ABILITY 3 



2-PANEL PIERCE 

FIRE BREATH (DRAGOON) 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

MPESlSTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

MYTHRIL SPEAR 

— 

32 

— 

— 

— 

— 

2 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

A Him If 3 



2- PANEL PIERCE 

DRAGON COMBO (DRAGOON) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

Wl-RESISTANCE 

MOVE 

JUMP 

fcVA.Uk 

SMkbU 


ODIN LANCE 


55 

— 

- 



, _ 



OTHER FI-FECI 

ARIL II V 1 

ANILITY ? 

A HI LI 1 t ;i 



2. PANEL PIERCE 

- 

~ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

*L 

PARTISAN 

- 

42 

— 

— 

- 

— 

i 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



2-PANEL PIERCE 

CHEER [J EMPLARj 

! 

- 


' 

ATTRIBUTE 

ATTACK 

DEFENSE 

JVPPOWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

AJ 

TRIDENT 

— 

30 

- 

2 

- 

— 

1 

— 

— 

OTHER EFFECT 

ABILITY X 

ABILITY 2 

ABILITY 3 



2 PANEL PIERCE 

WEAPON ATKi (TEMPLAR) 

- 

- 
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1 insTRumEnTs 

Animist, Beasrmaster 

-- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

| M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

7 

' AONA FLUTE 


22 


- 


- 

_ 

— 

1 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 

NUt JJFJF.q POISON 

MARLBORO (BFASTM ASTER) 

ROMR (RFASTMA5TFP) 

FJJOGSONfi (ANIMIST) 

1. . 

AMRIUUIE 

AJ TACK 


M M-POWER 

M-HfcSJSIANCfc 

MOVE 

r jump j 

[ BVADE 

SPEED 

A 

1 BLACK QUENA 

DARK 

33 

| DEFENSE 


2 

- 

t- 

- 


OTHER EFFECT 

ABILITY T 

ABILITY 2 

ABILITY 3 

_ 



1 LOAIEYE (BEASTMASTER) 

UNDEAD (E EAST MAS 1 fcH) 

| -==:- 

ITS-1 

] 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE | 

MOVE 1 

JUMP 

EVADE 


w 

BLOOD STRINGS 

_ 1 

22 

- 1 

- 

- 

- 

—- 

i 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 

' 3 

! 1 

III III E l i ITT i" r r m 

DRAINS TARGET S HP 

— i rr - i r t i i — r—r —n n rr— n—m- 

TONBERRY (BEASTM ASTER) 

FRIEND (ANJMIST) 

-=- 1 


imMfii 'iV 'fume; iijjIyiiijiiAi ES 
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I insTRumEriTS nn4&o 

Animist, Beastmaster 


—■—:-*=-— --— - t —--—i-- ■■ ■ i d 



ATTRIBUTE 

ATTACK 

defense 

M POWER 

M-RES (STANCE 

MOVE 

JUMP 

EVADE 

SPEED 


CONCH SHELL 

— 

31 

2 

— 

- 

— 

— 

L - 

, - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i 

- 

ROCKBEAST (BEASTMASTER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

i* 

DARK FIDDLE 

DARK 

45 

— 

— 

- 

f — 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i_ 

NULLIFIES SILENCE 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

DEMON BELL 

— 

22 

— 

— 

- 

- 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

GOBLIN (BEASTMASTER) 

FLAN (BEASTMASTER) 

BOMB (BEASTMASTER) 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

[ JUMP 

EVADE 

SPEED 

i# 

EARTH BELL 

EARTH 

31 

3 

- 

- 



r - 

—1 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ABSORBS EARTH 

DRAGON {BEASTMASTER) 

100% WOOL (ANIMIST) 

- 


FAIRY HARP 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

R 

— 

n 

— 

2 

— 

— 

— 

- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

FAIRY (BEASTMASTER) 

BUG (BEASTMASTER) 

TAIL WAG (ANIMIST) 


FELL CASTANETS 

attribute 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ffl 

DANK 

47 

— 

- 1 

— 

- 




OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

_ 



- 

- 

- 


GLASS BELL 

ATTRIBUTE 

ATTACK 

DEFENSE 

Nl POWER 

MR ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

0 

— 

23 

— 

— 

1 

— 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES SLEEP 

LAMIA (BEASTMASTFR) 

FLAN {BEASTMASTER) 

SHEEP COUNT (ANIMIST) 


HEAL CHIME 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


HOLY 

33 

— 

- 

— 

— 

- 

1 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES BOOM ! 

CUISINE (ANIMIST) 

- 

r - -^- 


MYTHRIL BELL 

ATTRIBUTE 

ATTACK 

defense 

M-POWFR 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

E3 

~ 

32 

- 

— 

— 

- 

< 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

_ 


- 

BEAST COMBO (BEASTMASTER) 

ANIMAL COMBO (ANIMIST) 

- 


SATYR FLUTE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE | 

MOVE 

JUMP 

EVADE 

SPEED 

HI 

- 

33 

- 

- 

- ~1 


— 

^ - 

_ 

other effect 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i J 

NULLIFIES CHARM 1 

CHDCOBO RUSH (ANIMIST) 

- 

— 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

S*I 

WAR TRUMPET 

— 

23 

— 


- 





iinii i nuinr 11 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




PANTHER (BEASTMASTER) 

GOBLIN (BEASTMASTER) 

CATNIP (ANIMIST] 
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Gadgeteer, White Monk 


KIU1CKLES 


t -— i ‘ . . _L!i -- - i_ _ _ ___ _ _ _____ J 


CAT CLAWS 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

FVADF 

SPEED 


~ 

35 

- 


- 

- 



—i 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 2 




CHAKRA (WHITE MONK) 

GOLD BATTERY (GADGETEER) 

— 


DEATH CLAWS 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

DARK 

43 

— 

— 

- 

— 

— 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i_ 


BLACK INGOT (GADGETEER) 

- 

- 


DREAM CLAWS 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

MHRESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

'a 

- 

30 



— 

— 




OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




CHROMA GEM (GADGiJfcfcR? 

- 

- 


GODHAND 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESIETANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

HOLY 

30 

— 

3 


— 

- 

9 

i - 

other effect 

ABILITY 1 

ABILITY 2 

ABILITY 3 

_ 



FAR FIST ( WHITE MONK) 


- 


GREASEBURST 

ATTRIBUTE 

ATTACK 

DCrCNGC 

M POWER 

M HLi.lt 1A Mi. t 1 

MOVE 

JUMP 

FVADF 

SPEED 

% 

_ 

69 


— 




< ~ 



OTHER EFFECT 

ABILITY 1 

ability 2 

ABILITY 

r s 

1 1 

= 1 

1 = !1 

- 

--- 


HARD KNUCKLES 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

14J 

1 

20 

— 

- 1 

- 

— 


1 

_ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

AQiim 

H 3 

L \ 

1 

m i j" '■ f."r ''I-II j .i FI 1 J J r-r-t -r— -r 

WHIRLWIND (WHITE MONK) 

SILVER DISC (GADGETEER) 

~ -■ — 1 


jg'ni'iijij-Mtafi; cime If 











































































































































































































































































































































































ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

— 

EVADE 

SPEED 

% 

KAISER KNUCKLES 

— 

42 

— 

— 

- 

— 

— 

1 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

AIR RENDER (WHITE MONK) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RFSISIANCF 

MOVE 

JUMP 

EVADE 

SPEED 


MAGIC HANDS 

- 

52 

- 

— 

— 

— 

— 

f 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

AIR RENDER (WHITE MONK) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


MYTHRIL CLAWS 

— 

32 

— 

— 

- 

- 

1 

~ 1 

LZ3T- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

MONK COMBO (WHITE MONK) 

GADGET COMBO (GADOFTFFR) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

14 

RISING SUN 

FIRE 

31 

- 

- 

- 

— 

— 

1 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

EXORCISE (WHITE MONK) 

RED SPRING (GAOGETEER) 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-ROWfcH 

M'‘RESISTANCE 

MOVE 

JUMP 

evade 

SPEED 

■* 

SICK KNUCKLES 


35 

— 

- 

— 

- 

— 

1 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

GREEN GEAR (GADQETEER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

SURVIVOR 

- 

3T 

2 | 

- 

_ 

- 

- 

2 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



- 

REVIVE (WHITE MONK) 

YELLOW SPRING (GAOGETEER) 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M.R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

TIGER FANGS 

LIGHTNING 

41 

— 

- 

— 

— 

— 

2 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


“ 

EARTH RENDER (WHITE MONK) 

- 

“ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

WHITE FANGS 

ICE 

39 

- 

- 

— 

— 


- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



— 

HOLY SIGN (WHITE MONK) 

BLUE SCREW (GADQETEER) 
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SOULS 

Morpher 

^ ) 


BOMB SOUL 

ATTRIBUTE 

ATTACK 

DEFENSE 

M* POWER 

M*RE5I5TANCE 

MOVE 

JUMP 

EVADE 

SPEED 


m 

FIRF 

36 

— 

2 

— 

- 

- 

1 - 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



REDUCES FIRE BY HALF 

BOMB (MORPHER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M‘FOWEft 

1 M-R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BUG SOUL 

EARTH 

3 $ 

2 

2 



— 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 J ABILITY 3 



NULLIFIES BUND 

BUG (MORPHER) 

1 - 1 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

| IW'RFSI STANCE 

MOVE 

JUMP 

EVADE 

SPFFD 

DRAGON SOUL 

EARTH 

1 « B 1 

1 ■ 

III 1 






OTHER EFFECT 

ABILITY I 

ABILITY 2 

ABILITY 3 



NULLIFIES EARTH 

DRAGON 1MORPHER) 

“ 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M“ POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SHttU 

e 

DBEAD SOUL 


L'al 

— 

2 

- 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 





- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RCSISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

0 

EYE SOUL 

□ARK 

45 

— 

2 

— 

- 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY l 

ABILITY 3 



NULLiriCS DOOM 

FLOATCYC (MORPHER) 

— 

- 



ATTRIBUTE 

ATTACK 

DFFFNSF 

M-POWFR 

MRFSISTANCF 

MOYF 

JUMP 

FVADF 

SPFFO 


FLAN SOUL 

- 

34 

10 

2 

- 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY Z 

ABILITY 3 



REDUCES ICE BY HALF 

FLAN (MORPHER) 

- 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

# 

GOBLIN SOUL 

— 

32 

- 

'l 

- 

- 

— 

1 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



REDUCES ICE BY HALF 

GOBLIN (MORPHER) 









ATTRIBUTE 

ATTACK 

DFFFHSF 

JuT^POWCR 

| M-RC343TANCE 

MOVE 

JUMP 

EVADE 

SPEED 

[0 

LAMIA SOUL 

WATFP 

41 

1 - 1 

2 





— 

01HEH EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES SLEEP 

LAMIA (MORPHER) 

1 il 





ATTRIBUTE 

ATTACK 

DFFFMSF 

M-POWFR 

M-RFSISTANCF 

MOVE 

JUMP 

EVADE 

SPEED 

£ 

MALBOROSOUL 

— 

47 

- 

2 

2 





OTHER EITECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES POISON 

MALBOHO (MORPHER) 





MYTHRII Smil j 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 1 

MOVE 

JUMP 

EYAUL | BREED 

\A V 



as 

- 

I 


^ I 

--- 

-- | - 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

“1 


ABILITY J 



1 

MUHPH COMBO (MORPHFff) 

1 


_Q_OZL_L!—LJ — L! L l i l LU_U_ LI—LI II tilt Ml mjLL^i. m u l I'M n i in mil Rll LLJ \A. :l 1 111 'fTTITTf' U III irTTirTT'"! m..i J:i-q~TTT 
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Morpher 


SOULS (Continued) 




ATTRIBUTE 

ATTACK 

DEFENSE 

JW-POWER 

M-HE5ISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

« 

PANTHER SOUL 

— 

39 

- 

2 

- 


— 

2 

_ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES BERSERK 

PANTHER (MORPHER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

« 

RUKAVI SOUL 

- 

67 

— 

2 

- 

- 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 


i raz it pnsr prrn ' npn f im : up 


3 k- ..Lrur it." rr r tyn j>sc r n tnp.ii mr iT^ptm i tm rs in eot i ra: i i . i im?» kih- db 

Gunner 


■ r- P3 


cuns 


1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

1* 

AIOT GUN 

— 

77 

— 

— 

- 

- 

- 

— 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 

8-PANEL RANGE 

FI RESHOT (GUNNER) 

- 

- 



All HI BUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPFFD 

s 

| BINDSN1PE 

- 

47 

— 

- 

— 

— 

- 

1 - 

1 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 



8- PAN b L RANGE 

- 


. 1 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

| CALLING GUN 

- 

59 

— 

— 

— 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



a-PAN EL RANGE 

- 

t 

— 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

] CHAOS RIFLE 

— 

33 

— 

- 


- 

- 

— 

L 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



8-PANEL HANGE 

CONFUSHOT (GUNNER) 

- 

- 


| GIOT GUN 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

- 

37 

: 


- 

— 

- 

— 


OTHER EFFECT 

ABILITY f 

ABILITY 2 

ABILITY 3 



8.PANEL RANGE 

ICESHQT (GUNNER) 

- 

1 


LONGBARREL 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

5 

- 

33 

— 

- 

— 

— 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



6 PANEL RANGE 

CO NCE NT RATE (C UNN ER) 

- 

- 


LOST GUN 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

P.1-RESISTANCE \ 

MOVE 

JUMP 

EVADE 

SPEED 

s 

— 

1 J 

- 

- 


- I 

r - ^ — 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



0-PANEL RANGE 

SILENSHOT (GUNNER) 


- 


MYTHRIL GUN 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

| M- RESISTANCE j 

MOVE 

JUMP 

EVADE 

SPEED 

i \ 

- 

32 

— 






- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ARM ITY a 



8-PANCL RANGE 

GUN COMBO (GUNNER) 




OUTSIDER 

ATTRIBUTE. 

ATTACK 

DEFENSE 

M-POWCR 

M RESISTANCE 1 

MOVE 

JUMP 

FVA.DF 

SPFFD 

St 

- 

41 

- 

- 





- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

_ 


V-PAN EL RANGE 

5TQP5HQT (GUNNER) 

— 

— 


PEACEMAKER 

ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

MTfESFSTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

v 

— 

33 

— 

- 

- 




- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



3-PANEL RANGE 

CHARMS HOT (GUNNER) 

“ 

- 


RIOT GUN 

ATTRIBUTE 

ATTACK 

DEFENSE 

MPOWER 

M-RESI STANCE 

MOVE 

JUMP 

EVADE 

eOFFD 

\ 

— 

31 

— 

— 

- 

- 

- 


— 

OTHFR EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



3-PANEL RANGE 

BO LI SHOT (GUNNER) 

- 



SILVER CANNON 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

— 

31 



- 

— 

- 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

AHII ITY 3 



7-PANEL RANGE 

BLINDSHOT (GUNNER) 


- 


;ja>a£ n ’ IC1L£iri iM^JSra"EEL-Lm. ^ Jt ftfi cn.3» h jikzetw *. ti i r t &i?t rxa h i gfisi .ptr-T r*i4 rr'rrcrrpn rrri ’ri^ i^rwiafarwt 

Defender, Dragoon, Mog Knight, Paladin, Soldier, Templar, Warrior 


it. t. i-.yi 1 p r i wm r n-rn 


HELIT1S 


1 _ — 

BANGAA HELM 

Al TRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


— 

— 

IQ 

— 

9 

— 

— 

_ 


OTHER EFFECT 

ABIUTY 1 

ABILITY 2 

ABIUTY 3 


— 

-* 


— 

I* 

BRONZE HELM 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

— i 

— 

4 

— 

2 

_ 

_ 

_ 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILir 

ft 


— 

- 

— 

- 


U7E 


liumi: // 














































































































































































































































































































































































ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

1 M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

in 

CROSS HELM 

— 

— 

9 

— 

| 4 

- 



- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

— 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED L 

1M 

DIAMOND HELM 

— 

- 

11 

— 

s 

— 

— 

— 

-- 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 



1= 

- 

I - 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWBR 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

4 

GENJI HELM 

“ 

- 

IS 

- 

B 

- 

- 

- 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 




- 


- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFP 

M-RESESTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

M. 

HANYA HELM 

— 

— 

X2 

— 

& 

— 


- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



" 

- 

~ 

„ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

RVADF 

SPFFD 

© 

IRON HELM 

- 

— 

5 

— 

3 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




!1 

~ 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

OPAL HELM 

— 

— 

7 

- 

3 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 



- 

- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


PARADE HELM 

— 

— 

13 


4 

— 

- 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 



— 

— 
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Viera only 

RIBBCinS 



ATT.RI HIJTF 

ATTACK 

DEFENSE 

M.PDWFR 

M-RFRI STANCE 

MOVF 

JUMP 

FVADF 

SPFFti 


BARETTE 

- 

- 

2 

- 

& 

- 


— 

— 

OTHER EFFECT 



NULLIFIES ZOMBIE, BLIND, SILENCE, FROG, POISON, SLOW, IMMOBILIZE, DISABLE, DOOM 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

E* CACHUSHA 

- 

- 

2 

_ 

5 

- 

— 

- 

— 

OTHER EFFECT 



NULLIFIES KO, PETRIFY, CONFUSE, BERSERK, STOP, CHARM, SLEEP 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

H 

RIBBON 

- 

— 

2 

— 

5 

— 

— 

— 

- 

OTHER EFFECT 



NULLIFIES ALL STATUS AILMENTS 


1 a- tf■ i p: n : r if-i^rtrir m i itr -ntr i.Tifr-rr r -i r a & ur: i rassc c.rr' i c-i‘ j i:Mr.'U tpi rarcr i ri i i inflation m . ir-i i /n ,;r in jiti tH-ttijI 

HAT 

s 

All jobs except Defender, Dragoon, Paladin, White Monk 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

e? 

ACACIA HAT 

- 

— 

2 

i 

2 

1 

1 

5 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


BLACK HAT 

— 

— 

4 

4 

1G 

“ 

= 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 5 



- 

- 

J 

l Z_ 1 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


CIRCLET 

- 

- 

3 

1 

3 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE ; 

MOVE 

JUMP 

EVADE 

SPEED 

M FEATHER CAP 

- 

- 

2 

- 

4 

- 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


GOLD HAIRPIN 



r - 

7 

13 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES SILENCE 

r 1 


_ J 
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All jobs except Defender, Dragoon, Paladin, White Monk (Tiara is for Viera only) 


HATS (Continued) 





ATTRIBUTE 

attack; 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

© 

THIEF HAT 

— 

- 

a 

- 

a 

— 

- 

7 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES IMMOBILIZE, DISABLE 

- 

- 

“ 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

# 

TIARA 


- 

3 

- 

20 

- 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

~ 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

WHITE HAT 

— 

— 

4 


14 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

3 

WIZARD HAT 

- 

— 

3 

J 

ID 


— 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

- 

- 

- 


' ni v m 1 11 1 cj 1 1 


ARITIDR 


"sa rrmi '£'< a ~ ri^r: j 1 n u 1.11 il i i n 1 1, 7 u ii'*i m 1 i 1_1 j ji nHCitinwfc 112 j n :i ni iehjlu i u li-. i 1 u : 1 .1 

Defender, Dragoon, Mog Knight, Paladin, Soldier, Templar, Warrior 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

| M-RFSf STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

L 

ADAMAN ARMOR 

1 - 


SB 


L » . 

1 - 

- 

- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

[ 


1 

- 

1 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

IUMP 

EVADE 

SPEED 

m 

BRONZE ARMOR 

- 


30 

l~ 

6 

— 

— 

1 - 

L - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

Ability s 


- 


- 

- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

> CARABINI MAIL 

— 

- 

36 

- 

a 

— 

— 

1 - 


OTHER EFFECT 

ABILITY 11 

ABILITY 2 

ABILITY 3 

1 

- 

BONECRUSHER (TEMPLAR) 

- 

- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RES (STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

j CUIRASS 

- 


[ 2& 

— 

J 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 _ 1 


- 

J 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

m resistance”] 

MOVE 

JUMP 

EVADE 

SPEED 

m 

j DIAMOND ARMOR 

— 

- 

4C 


» 1 

— 

1 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




WEAPON DEF* (PALADIN, DEFENDER) 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

J DRAGON MAIL 

— 


40 

_- 

6 

- 

— 

-1 

— 

OTHER EFFECT 

ABILITY 1 

ability; 

ABILITY 3 


REDUCES FIRE BY HALF 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

I M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

| GENJI ARMOR 





12 


- 

- 

—- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 


- 

REFLEX (PALADIN) 

- 

- 

1 1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

n 

j GOLD ARMOR 

- 

- 

_ 

— 

a 

- 

— 

- 

- 

OTHER EFFECT 

ability 1 

ABILITY 2 

ABILITY 3 

1 .j 


LAST HASTE (MOG KNIGHT) 


- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-R ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

| IRON ARMOR 

- 

— 

34 

— 

3 

- 

- 

- 

- 

OTHER EFFECT 

ABILITY 3 

ABILITY 2 

ABILITY 3 

1 1 

- 

- 

- 

- 

r _ 1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-FESJ5TANCF j 

MOVE 

JUMP 

EVADE 

SPEED 

m 

| MATERIA ARMOR 

-- 

LZ - 

jV 1 




^- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 . 

- 

- 

- 


.. 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

n 

MAXIMILLIAN 

— 

3 

46 

- . 

10 

r~z 

— 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 1 

- 

- 

- 

- 

1 1 

ATTRIBUTE 

ATTACK 

DEFENSE 

MPOWER 

j M RESISTANCE | 

MOVE 

JUMP 

EVADE 

SPEED 

11® 

1 MIRROR MAIL 

1 

- 

3& 

— 

L • I 

— 

— 


1 — 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 1 

AUTO-REFLECT 




1 1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED ] 

m 

OPAL ARMOR 

- 

— 

42 

- 

3 

— 

— 

- 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

L _ 1 

— 

- 

— 

— 
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mj 







































































































































































































































































































































SMcIMlEiaiO 


—- 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

PEYTRAL 

— 

5 

2B 

S 

2 

1 

1 

5 

2 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 


- 

1 L i 

i . 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFR 

nJ-RES [STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

© 

PLATEMAIL 



38 

— 

3 


- 

1 - 

1 - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




— 

— 


I ::mat set rj3zm:3m:ttmvmmrzm* tujk 

HI Ml ill IF . ■ 1 IF 2 1 r M !■ — |:~™iLB^-lfcp,Jiai'—i ABMA3 1* W*,*** MH .JOfe? 

All jobs except Defender, Dragoon, Paladin (Minerva Plate and Rubber Suit are for Viera only) 

CLOTHinC 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

ADAMAN VEST 

- 

- 

3D 

— 

3 

— 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

MAINTENANCE (THIEF, ALCHEMIST) 

— 

- 


An Rl BUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

19 

BONE PLATE 

□ARK 


« “1 

— 

B 

— 

— 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 

ABSORBS DARK 

1 

- 

- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-HfcSI STANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

m 

BRIGAND1NE 



37 

- 1 

8 

— I 

— 



OlHtH EFFECT 

ABILLT T 1 

ABILITY 2 

ABILITY 3 


- 

COUNTER (THIEF, WHITE MONK) 



i 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ffi 

BRINT SET 



£3 

— 

IS 

— 

- 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

- 

- 

- 

lv.._ 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\m 

CHAIN PLATE 



28 

— 

4 

— 

- 

- 

~ 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



CATCH (RED MAGE. JUGGLER) 

“ 

- 


ATTRIBUTE 

AnACK 

DEFFN5F 

M-POWFR 

M-RES (STANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

A 

DARK GEAR 



32 

— 

3 

— 

— 

■ 1 

i r 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


NULLIFIES STOP 

WEAPON DEF+ (SAGE) 

- 



AnRlBUTE 

ATTACK 

DEFENSE 

M-HOWER 

| M'RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

9 

] GAIA GEAR 

EARTH 

- ~ — 

£4 


« 

— 

- 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

; 

ABSORBS EARTH 

AUTO REGEN (HUNTER, SNIPER, GADGETEER) 

- 

- 

t* _ 

AH Rl BUTE 

ATTACK 

DEFENSE 

M POWER 

| M-REStSTANCE | 

MOVE 

JUMP 

EVADE 

SPEED 

to 

J GALMIA SET 



23 


» 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 

- 

- 

- 

J 

r~ 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

JUDGE COAT 


- 

33 

*- 

28 

— 

— 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 7 

ABILITY 3 

1 

. - 1 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

1 M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

|p 

j JUDO UNIFORM 



» 


0 


1 ... - -J 

— 

L - 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABII.IT' 

/ 3 



NULLIFIES DOOM 

UAMAtib^MI- (BLUE MALL, MOIfl'HER GADGETEER) 



r~ 

ATTRIBUTE 

ATTACK 

defense 

lYFFOWER 

[ M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

i LEATHER GARB 


— 

1i8 


4 

- 

- 

— 


OTHER EFFECT 

AGILITY 1 

ABILITY 2 

ABILITY 3 

i 

- 

- 

- 


r~ 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

1 MINERVA PLATE 




— 

14 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABILITY 3 


NULLIFIES DARK 

— 

- 

1 L _ 1 

i 

attribute 

ATTACK 

DEFENSE 

M-POWER 

| M-RESI5TANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

m 

1 MIRAGE VEST 

HOLY 

- 


- 

1 ~ , 

— 

- 



OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

REFLEX (WHITE MONK. SAGE. FENCER) 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

ij NINJA GEAR 



30 


6 



3 

1 

OTHER EFFECT 

ABILITY l 

ABILITY 2 

ABILITY 3 



- 

LAST HASTE (NINJA, BEASTMASTER) 

BONECRUSHER (FIGHTER) 


r~ 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

j ONLYONE 

1 - 

— 

34 

_ 

24 




— 

OTHER EFFECT 

ABILITY t 

AGILITY 2 

ABILITY 3 

i 


- 


- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

IM ^RESISTANCE 

MOVE 

JUMP 

| EVADE 

p SPEED -j 

£ 

POWER SASH 

— 

1 

34 

- 

ID 




OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i i 


RETURN FIRE (ASSASSIN. JUGGLER) 

“ 




\\ rmyraflifeWifiCS iiiiiViirifEN^ 


























































































































































































































































































































































Eaftrritif^r rea^m.-Eta; rr=-\ n Ft^i irr fa srr tarn --.ii !■ i i wmati wt. fv h ww r-nr warm M rpn mm iwh^ppt i n rn-pr-i im i u u n u i 

All Jobs except Defender, Dragoon, Paladin (Minerva Plate and Rubber Suit are for Viera only) 


CLDTHinC (Continued) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

RUBBER SUIT 

— 

— 

28 

— 

16 

- 

— 

* 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 1 

ABILITY 3 



NULLIFIES LIGHTNING 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

SURVIVAL VEST 

— 

- 

34 

— 

6 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

IMMUNITY (BLUE MAGE, BEASTMASTER) 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


TEMPLE CLOTH 

— 

2 

36 

2 

16 

— 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M -RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ft 

WYGAR 

- 

— 

35 

— 

10 

— 

— 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES KO 

STRIKESACK (FIGHTER, GLADIATOR) 

- 

■ 

r ti • ur. , rr i rwi r n ‘ rrp n mr tt~i -ip [ i FTfin J i "i i n in ft i ■ •« nu nrfr wi ith m: i'"F rr:'n.i, fh msw n innrm m i in 3 ’lopnirt 


Bishop, Black Mage, Blue Mage, Defender, Elementalist, Illusionist, Morpher, Paladin, 
Red Mage, Sage, Summoner, Templar, Time Mage. White Mage 


[ 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

F M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

• 

J BLACK ROBE 

— 

— 

21 

2 

36 

- 

— 

— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILHT 3 

L 

ENHANCES FIRE, LIGHTNING, ICE 

| RETURN MAGIC (BLACK MAGE, BISHOP) 

1 ‘ - 

- 

: 

ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

BLAZE ROBE 

FIRE 

- 

T9 

* 

3D 

— 

- 

— 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ABSORBS FIRE 

- 


__L__ J 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

J FLURRY ROBE 

ICE 

1 - 

16 

— 

30 


— 

L - 

— 

OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 

1 

ABSORBS ICE 

- 

— 

- 

1 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ft 

J HEMPEN ROBE 

— 

- 

IS 

- 

22 


- 



OTHER EFFECT 

ABILITY 1 

ABILITY % 

ABILITY 3 


1 _ II _ 1 


“ 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

| LIGHT ROBE 


— 

25 

i - : 

46 

— 

— 

L “ 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



1 - 

HALF MP (BISHOP, SUMMONER, ILLUSIONIST; 

- 

1 - ■ 


| LORDLY ROBE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


- 

- 

23 

— 

42 

— 


— 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

i , 

- 

ABSORB MP (ELEMENTALIST, ILLUSIONIST) 

LAST QUICKEN (TIME MAGE) 

i 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 1 

MOVE 

JUMP 

EVADE 

SPEED 

s 

| MAGIC ROBE 

— 

- d 

24 

•, 

36 

- J 

_ 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 





- 

- 


MAGUS ROBE 

ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


- 

H 

15 

— 

30 

- 

- 


— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 





- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

s 

MISTLEROBE 

HOLY 

— 

19 

— 

3D 


— 


- —{ 

OTHER EFFECTS 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES KO, ABSORBS HOLY 

- 

— 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ft 

REAPER CLOAK 

DARK 

- 

32 

- 

35 

- 

— 

- 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

l_1 

- 

— 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE | 

MOVE 

JUMP 

EVADE 

SPEED 

□ 

RED ROBE 

- 

- 

22 

— 

31 



- 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 

1 1 

- 

- 

- 

- 



ATTRIBUTE 

ATTACK DEFENSE 

M-POWER 

M-RESISTANCE | 

MOVE 

JUMP 

EVADE ) 

SPEED 

Ml 

RDRF 

- 

24 

- 


52 

- 

- 

- 1 

- 


GEOMAMCY (BLACK MAGE) 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-R 

RESISTANCE 

MOVE 

JUMP 


EVADE 

SPEED 

frS 

SILKEN ROBE 

- 


is 

- 

25 

— 

— 


— 


OTHER EFFECT 

ABILITY 1 


ABILITY 2 

ABILITY 3 



- 



“ 


~ 





































































































































































































































































































































































ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

pL 

oim/fd nniiT 

— 

- 

30 

- 

3S 

— 

— 

— 

— 


blLvbK UJAI 

OTHER EF 

FECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



_ 

- 

— 


- 















ATTRIBUTE 

ATTACK 

DEFENSE 

NT-POWER 

M-RIESlSTANCE 

MOVfc 

JUMP 

tVADb 

SPEED 


THtlMHPR RflRP 

LIGHTNING 

— 

T9 

- 

30 

- 

— 

- 

- 


inilNUCti nUuL 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



ADSORBS LIGHTNING 

- 

- 

“ 



ATTRIBUTE 

ATTACK 

DEFENSE 

JW-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


UfUITP DHCP 

- 

— 

31 

— 

3ft 

— 

— 

— 

— 


Wnl 11 nUDt 

OTHER EFFECT 

ABILITY 1 

ABILITY 3 

ABU ITT 3 



REDUCES FIRE. LIGHTNING AND ICE BY HALF 

TURBO MR {WHITE MAGE) 

— 

- 


r i [i Li i l ii ir i lii j mi r u n ijisii ffii Km jpi^ t; i i i.n mm. j.ti .rr j s»n i l..i e-eljssu Fua: teca. : : lErisai rcr-4 mm* 

Fencer, Mog Knight, Paladin, Sage, Soldier, Warrior 


SHIELDS 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

AEGIS SHIELD 

HOLY 

— 

5 

— 

5 

- 

— 

10 


OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


NULLIFIES PETRIFY 

- 

- 

- 


ATTRIBUTE 

ATTACK 

DEFENSE 

Pul-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

D 

BRONZE SHIELD 


— 

— 

- 

2 

- 

— 

4 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

SHIELDBLAHLH {SOLDIER, WARRIOR, FENCER) 


- 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

% 

CH0C0 SHIELD 

— 

— 

- 

— 

— 

- 

- 

10 


OTHER EFFECT 

ABILITY t 

ABILITY 2 

ABILITY 3 


- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

i 

FLAME SHIELD 

FIRE 

— 

- 

— 

G 

- 


3 


OTHER EFFECT 

ABILITY 1 

ABILITY 9 

ABILITY 3 


ABSORBS FIRE, REDUCES ICE BY HALE, WEAK AGAINST WATER 

- 

~ 

“ 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

GENJI SHIELD 

— 

— 

10 

- 

7 

— 

— 

10 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 7 

ABILITY 3 


- 

- 

- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

E 

ICE SHIELD 

ICE 

— 

- 

— 

£ 

— 

— 

0 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


ADSORBS ICE, REDUCES FIRE BY HALF, WtAK AGAIN31 L3UH 1 NING 

- 

- 

- 


ATTRIBUTE 

ATTACK 

defense 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

$ 

LA SERAPHICA 


— 

— 

— 

S 

- 

— 

IS 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 




- 

- 

- _ 


ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

a 

OPAL SHIELD 

— 

— 

a 

- 

A 

— 

- 


. 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

!>HILL[>UtAHLN L^ULDIbN, WARRIOR, MUG KNIGHT] 

— 




ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


| REVERIE SHIELD 

— 

- 

G 

— 

ID 

- 

— 

10 

- 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



- 

- 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

r© 

ROUND SHIELD 

— 

— 

— 

— 

4 

- 

— 

E 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 


- 

SHIFLDREARER (SAGE, FENCER, MOO KNIGHT) 


“ 


ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

m 

| SACRI SHIELD 

HOLY 

— 

5 

- 

5 

- 

— 

10 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



NULLIFIES ZOMBIE, BLIND, SILENCE, FROG, POISON, SLOW, IMMOBILIZE, DISABLE AND DOOM 

- 

- 



attribute 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SHIJIN SHIELD 

— 

- 

— 

- 

10 

— 

- 

7 

— 

OTHER EFFECT 

ABILITY 1 

ABILITY 2 

ABILITY 3 



“ 

“ 

- 

- 

















































































































































































































































































































; iTT-ii m e rt i jasm jaa.1' r. r i .w uji n ■ vi 1 i- arm i u 11 n ns 11 1 i n i h i r irw i .i i i j i « .in -r -i-j mi 

All Jobs 


CESSORIES 




ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


ANGEL RING 

— 

— 

- 

- 

- 

- 

- 

- 

- 


OTHER EFFECTS 



BESTOWS AUTO-RAISE, NULLIFIES ZOMBIE, BUND, SILENCE, FROG, POISON, SLOW, IMMOBILIZE, DISARM AND DOOM 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

\M\ RATTI F nnflTS 


- 

7 

- 

- 

— 

- 

— 

— 

^ j DAI / LL DUU1 0 

OTHER EFFECT 



— 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


bnfLir ADHUI ETC 

— 

3 

a 

- 

$ 

— 

— 

6 

- 

'W 

BUNt AKJVILt 1 b 

OTHER EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


DO A/'COP 

— 

& 

13 

— 

- 

— 

“ 

- 

- 

w 

bnALftrio 

OTMFR EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


CALIGULA 

- 

3 

10 

- 

— 

— 

- 

- 

“ 

<<P 

OTHER EFFECT 






ATTRIfllJTI- 

ATTACK 

DEFENSE 

M-POWER. 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

L-S 

DASH BOOTS 

— 


2 

- 

- 

1 

- 

- 

— 

[& 

OTHER EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFH 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

1 ^"3 

FAIRY SHOES 


— 

3 

- 

2 

— 

- 

- 

- 

\& 

OTHER EFFECT 






TEL FPO STATION 







ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

11*7 

FEATHER BOOTS 

- 

— 

3 

- 

_ 

— 

- 


- 


OTHER EFFECT 



WATER-WALKING 



ATTRIBUTE 

ATTACK 

DEFENSE 

IW-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


rinr MITTC 

- 

- 

& 

- 

10 

— 

— 


- 


rlnt ml 1 1 o 

OTHEH EFFECT 



NULLIFIES FIRT 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


FORTUNE RING 

- 


3 


3 

— 

— 




OTHER EFFECTS 



NUI.UF1FS SIFFP, DOOM 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


GALMIA SHOES 

- 

- 

3 

- 

— 


- 

~ 

a 

\w\ 

OTHER EFFECTS 



IGNORES ELEVATION—CANNOT WALK ON WATER 



ATTRIBUTE 

ATTACK 

DEFENSE 

M- POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ns 

PA 1 INTI ETC 

— 

5 

5 

- 

— 

— 

- 

- 

- 

HT. 

bAUlM l Lt 1 o 

OTHER EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWFR 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


PbAI II At?IUII ETC 

— 

5 

10 

3 

5 

- 

- 

- 

— 

yjT 

btNJl rtnIVILt 1 5 

OTHER EITCCT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

1 m 

PEDMIMAQ 

— 

— 

3 

- 

- 

— 

2 

- 

— 


utKIVlIlVAa 

OTHER EFFECT 







- 







attribute 

ATTACK 

DEFENSE 

M-FOWER 

M- RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


IIjRApiP OIMT 

- 

- 

— 

3 

10 

- 

- 

- 

“ 

w 

IVIAbIL rnlMb 

OTHER EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


niiminii Peru 

_ 


3 

- 

3 

— 

- 

. 1 

r - 


lYlINLHJ btm 

OTHER EFFECTS 



NULLIFIES PETRIFY, FROG, CONFUSE, POISON, BLIND, SILENCE;. REDUCES LIGHTNING BY HALF 



ATTRIBUTE 

ATTACK 

OFFENSE 

M-POWER 

^RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

ij§l 

NINJA TABI 


- 

3 

- 

— 

2 

— 

- 

— 

1^1 

OTHER EFFECT 



— 





ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-fi ESI STANCE 

MOVE 

JUMP 

EVADE 

SPEED 

cm 

pen RfiriTC 

— 

- 

3 

— 

5 

- 

— 

2 

— 


ntU DUU 1 O 

OTHER EFFECT 



- 
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ATTRIBUTE 

ATTACK 

DEFENSE 

M-POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

vt 

RUBY EARRING 

- 

— 

a 

— 

e 

- 

— 

- 

— 

OTHER EFFECTS 



NULLIFIES CONFUSE, CHARM, REDUCES DARK BY HALF 



ATTRIBUTE 

ATTACK 

DEFENSE 

M.POWER 

M. RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

SCARAB 

- 

- 

2 

- 

a 

- 

- 

— 

— 

OTHER EFFECTS 



NULLIFIES FROG, IMMOBILIZE, DISARM 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 


SPIKED BOOTS 

- 

- 

J 

- 

- 

- 

1 


— 

OTHER EFFECT 



- 



ATTRIBUTE 

ATTACK 

DEFENSE 

M. POWER 

M-RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

# 

STAR ARMLET 

- 

- 

4 

0 

4 

— 

— 

- 

2 

OTHER EFFECTS 



NULLIFIES STOP. SLOW 



ATTRIBUTE 

ATTACK 

DEFENSE 

M POWER 

M RESISTANCE 

MOVE 

JUMP 

EVADE 

SPEED 

& 

THIEF ARMLETS 

- 

3 

3 


- 

- 

— 

- 

— 

OTHER EFFECT 



IMPROVES CHANCES TO STEAL ITEMS 


j a, jmwt . v. ii.. e .1 Ea fjt ro i m 1 t~ 


USEABLE ITEmS 


Ail Jobs 



& 

ANTIDOTE 

EFFECT 

Cures most forms of Poison 

C? 

BANDAGE 

effect 


^ HI-P0TI0N 

EFFECT 

Restores 50 HP—also damages Zornbfee 




EFFECT 


HOLY WATER 


Cures Immobilize and Disable 


Cures ZombifStation 


F5] 


CUREALL 


% ECHO GRASS 


ELIXIR 




ETHER 


EYE DROPS 


EFFECT 


Cures Bill slulus Hllmenls 


EFFECT 


Cures Silence 


EFFECT 


Fully heala both HP And MP—also damages Zombies 


EFFECT 


Restores 80 MP 


EFFECT 


Cures Darkness 


m 

MAIDEN KISS 

EFFECT 

cures Frog 

f 

PHOENIX DOWN 

EFFECT 

Revives a KO'd unit—also dam a yes Zumbios 

a 

POTION 

EFFECT 

Rtt&U/ces 35 HP—atau damage* Zumblus 
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Cures Petrify 


Restores ibU hp— also damages zombies 
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mission iTEms 


The chart below presents all of the Mission Items 
you can earn throughout the game. 


X NOT REQUIRED FOR A MISSION 
O MEDIUM BONUS 


A SMALL BONUS 
© LARGE BONUS 


[stem 

EFFECTS 

ADAMAN ALLOY 

DEFENSE: A 

AOAMANTtTE 

DEFENSE: A 

AHHfMAN tYt 

M-POWIfl; O, ENHANCES DARK 

AHHlMAN WING 

_ 

1 ALLY FINDER 


ALLY FINDER2 

_ 

AMBER X 

DEFENSE: O M-RESISTANCE: 0 

ANCIENT BILLS 


ANCIENT COINS X 

ATTACK: O M-RESISTANCE: 0 

ANCIENT IVTEDAL 

M-RESISTANCE: A 

ANCIENT TbXTX 

DEFENSE: 0 

ANIMAL BONE 

DEFENSE: O 

BADGEx 

DEFENSE: A M-RESISTANCE: A 

BENT SWORD 

ATTACK: A 

BLACK THREAD 

M-PQWER: A 

ULUUU APPLE 

DEFENS EtO M-REH*TAMCEt O 

BLOOD SHAWL 

DEFENSE: A M-RESISTANCE: A 

BLUE ROSE 

ENHANCES DARK 

BODY CEFFYL 

ATTACK:® DEFENSE:® 

BOMB SHELL 

DEFENSE: A 

BROKEN SWORD 

ATTACK; A 

CARAVAN MUSK 

— 

CAT'S TEARS 

— 

CHQCO BREAD 

— 

CHOCO G RAT IN 

— 

CHOCOBO EGG 


CHOCO BO SKIN 

DEFENSE: A 

CLOCK GEAR 

- 

CLOCK POST 


COAST MEDAL X 

DEFENSE: A 

CRUSJTE ALLOY 

DEFENSE: A 

CRYSTALx 

ATTACK:A MRESISTANCE: A 

CYRIL ICE 

ENHANCES ICE 

DAMFS BLUSH 

— 

DANBUKWOOD 

— 

DELTA FANG 

— 

DICTIONARY 

_ 

DRAGON BONE 

DEFENSE; O 

EARPLUGS x 

DEFENSE: A 

EARTH SIGH 

M-PQWER: O 

EDAROYATQMEx 

ATTACK: A M-POWER: A , ENHANCES HOLY AND DARK 

EL DA'S CUP 

M-POWER: A 

ELOAGUSTO 


ENCYCLOPEDIA x 

DEFENSE: O M RESISTANCE; 0 

ESTERGTHx 

ATTACK: O DEFENSE: 0 M-POWER:® M RESISTANCE: © 

FAIRY WING 

— 

FEATHER BADGE 

INCREASED THE AMOUNT OF AP RECITED 

FIGHT TROPHYx 

- 

FIRE SIGIL 

M-POWER; O 

FLOWER VASE 


FOUNTAIN PEN X 

M-POWER: A 

FRIEND BADGEx 

M-RFSISTANCE: O 

GEDEGG SOUPx 

DEFENSE: O M-RESISTANCE: O 

GOLD VESSEL 

— 

GOLDCAP 

- 

GROWNUP BREAD 

— 

GUARD MEDALx 

ATTACK: A 

GUN GEAR 

AT TACK: A 

GYSAHLGREENS 


HELJEKEYx 

ENHANCES PI RE 

THE HERO GAOLx 

— 

HOMEWORK 

— 

INSIGNIA 

DOUBLES THE AMOUNT OF AP RECIEVED 



JERKY 

— 

JUSTICE BADGEx 

ENHANCES HOLY 

KIDDY BftEAD 


LEE STOWE 

DEFENSE: A 

LIFE WATER 

— 

LOADED DLCEx 

ATTACK: O 

I0VE POTION X 


MAGIC CLOTH 

M-ROWER: A 

MAGIC COTTON 

M POWER: A 

MAGIC FRUIT 

M-POWER:© 

MAGIC MEDAL 

M-POWER: A 

MAGIC TROPHYx 

- 

MAGIC VELLUM X 

M POWER* O 

MALBDRQ WINE 

ATTACK: O M-POWER: O 

MASTER BRAVEx 

ATTACK: © DEFENSE: © M-POWER: Q M-RESI$TANCE: Q 

MATE RITE 

DEFENSE: A 

MIND CEFFYL 

M-POWER:© M-RESISTANCE:® 

MONSTER GUIDE 

— 

MOON BLOOM 

M-POWER: 0 

MOONWOOD 

- 

MYSIDIA ALLOY 

DEFENSE: A 

MVTHHIL PICK 

ATTACK: A 

NEIGHBOR PIN x 

— 

DGMA S SEALx 

ATTACK: 0 DEFENSE: O M-PQWCR; O M-RFSISTdNCE: Q 

OLD STATUE 

ATTACK: A DEFENSE: A M-PQWER: A M-RESISTANCE: A 

PANTHER HIDEx 

DEFENSE: A 

POWER FRUIT 

DEFENSE:© 

RABBIT TAILX 


RAINBOWITE 

— 

RAT TAIL 

- 

HUNBA'STALE 

— 

RUSTY SPEAR 

ATTACK; A 

RUSTY SWORD 

ATTACK; A 

SECRET BOOKS 

- 

SILK BLOOM 

M-POWER; O 

SILVRIL 

DEFENSE; A 

SKETCHBOUKx 

- 

SKULL 

DEFENSE: O 

SNAKE SHIEtDx 

DEFENSE: O 

SPIRiTSTONE 

ATTACK: O DEFENSE: O M-POWER: O M-RESISTANCE: O 

SPORT TROPHYx 

- 

SPRINKLER x 

ENHANCES WATER AND ICi 

STASIS ROPE 

DEFIN SE; A M- RESISTANC E: A 

STILPOOL SCROLL 

— 

STOLEN GIL 

— 

ST0RM3T0NE 

enhances wind 

STRADIVARI 

— 

STUFFED BEARx 

— 

TELAO FLOWER x 

M-RESISTANCE: A, ENHANCES LIGHTNING 

THUNDERSTONE 

ENHANCES LIGHTNING 

TIGER HIDEx 

DEFENSE: O M-fiEDISTANCE: A 

TONBtHKY LAMP 

ATTACK: O 

TOPAZ ARMRING X 

ATTACK: O, ENHANCES EARTH 

TRANQUIL BOX 

— 

TRICHORDx 

M-RESISTANCE: A , ENHANCES WIND AND WATER 

VERMILLION 

- 

WATER SIGIL 

M-POWER: O 

WHITE FLOWERSx 

ENHANCES HOLY 

WHITE THREAD 

M-RESISTANCE: A 

WIND SIGIL 

M POWER: 0 

WYRMSTONEx 

ENHANCES FIRE 

ZODIAC ORE 

DEFENSE: A 
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The abilities are listed alphabetically within each type and attribute. See 
page 187 for a list of enemy abilities. 


| CATEGORY * 



| An ability's category shows which jobs can learn it. Corner abilities, for example, are teamed by Assassins. 

r" 1- 1 


I ABILITY 

DESCRIPTION 

CATEGORY 

MAIM 

LAST BREATH 

KOs a target with a swift shock 

CORNER 

51 


page 


1 —1— 1 


| Consult the page number listed to see detailed info on the jobs that can learn each ability. | 




ATTRIBUTE: PARK 

I ABILITY 

DESCRIPTION 

CATEGORY 

PAGES 

DEATH 

Cuts the very threads of life, resulting in an instant KO 

ALCHEMY SKILL 

43 

EVIL GAZE 

Damages and confuses a target with a fiendish presence 

SPIRIT MAGIC 

48 

LAST BREATH 

KOs a target with a swift shock 

CORNER 

51 

LIFEBREAK 

Deals damage equal to the amount of HP you've lost 

SACRED TECH 

41 

POISON 

Poisons a target with noxious gas 

ALCHEMY SKILL. RED MAGIC 

43, 49 


EARTH HEAL 

Heals HP by focusing power from the earth 

SPIRIT MAGIC 

48 

EARTH RENDER 

Rends the earth with a mighty attack 

MONK TECH 

89 

EARTH VEIL 

Earth jujitsu—damages and slows a Laryet 

NINJA SKILL 

28 

HEAVY DUST 

Damages and immobilizes a target with a chunk of ear Lli 

SPIRIT MAGIC 

48 

SOIL EVIDENCE 

Deals Earth damage to all enemies 

PHANTASM SKILL 

31 

JlUiilWl 


BACKDRAFT 

Releases aggression in a self-damaging fire attack 

FIGHTER TECH 

25 

FIRA 

Deals a great amount of Eire damage 

BLACK MAGIC 

30 

FIRAGA 

Deals an incredible amount of Fire damage 

BLACK MAGIC 

30 

FIRE 

Deals Fire damage 

BLACK MAGIC, RED MAGIC 

30, 40 

FIRE BREATH 

Deals damage with fiery breath 

DRAGON TECH 

38 

FIRE SWORD 

Deals damage with a Fire-based blade attack 

SPELLBLADE TECH 

38 

FIRE VEIL 

Fire jujitsii’-damages and confuses a target 

NINJA SKILL 

28 

FIRE WHIP 

Damages and disables a target with a ring of flame 

SPIRIT MAGIC 

48 

FIREBOMB 

Tosses a Molotov cocktail to induce Berserk in a target 

STUNT 

58 

FIRESHOT 

Shoots a bullet of fire 

GUNMANSHIP 

55 

IFRET 

Summons Ifrit to deal Fire damage 

SUMMON MAGIC 

50 

PROMINENCE 

Deals Fire damage to all enemies 

PHANTASM SKILL 

31 

WHITE FLAME 

Heals HP with soothing Fairy fire 

SPIRIT MAGIC 

48 

i-ULiWI 


AUTO-LIFE 

Automatically raises a unit once be or she is KO'cl 

WHITE MAGIC 

29 

CURA 

Heals a large amount of HP—also damages Zombies 

WHITE MAGIC, PRAYER 

29, 40 

CURAGA 

Heals nearly all HP—also damages Zombies 

WHITE MAGIC 

29 

CURE 

Heals a small amount of HO—also damages Zombies 

WHITE MAGIC. RED MAGIC 

29,49 

ELIXIR 

Fully heals both HP & MP—also damages Zombies 

ITEM 

179 

EXORCISE 

Destroys Zombies with an evil-banishing chakra 

MONK TECH 

39 

FULL LIFE 

Revives a KDd unit, and heals HP to max—also damages Zombies 

WHITE MAGIC 

29 

HI-POTION 

Restores 50 HP—also damages zombies 

ITEM 

179 

HOLY 

Deals Holy damage to an area 

PRAYER 

40 

HOLY BLADE 

Deals Holy damage 

CHIVALRY 

25 

LIFE 

Revives a KQ'd unit—also damages zombies 

WHITE MAGIC 

29 

MADEEN 

Summons Madeen to deal Holy damage. 

SUMMON MAGIC 

50 

PHOENIX 

Summons Phoenix to revive KO'd allies — also damages Zombies 

SUMMON MAGIC 

50 

PHOENIX DOWN 

Revives a KO'd unit—also damages Zombies 

ITEM 

179 

POTION 

Restores 25 HP—also damages Zombies 

ITEM 

179 

RAISE 

Revives KO d units and restores HP-also damages Zombies 

SAGACITY SKILL 

46 
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ATTRIBUTE: HOLY {Continued ' 


DESCRIPTION 

CATEGORY 

PAGE 

SAINT CROSS 

Deals Holy damage to a wide area 

CHIVALRY 

25 

STAR CROSS 

Uses the power of the stars to damage all enemies 

PHANTASM SKILL 

31 

UNICORN 

Summons Unicorn to heal HP and status ailments 

SUMMON MAGIC 

50 

X-POTION 

Restores 150 HP—also damages Zombies 

ITEM 

179 

£7 


BLIZZAGA 

Deals an incredible amount of Ice damage 

BLACK MAGIC 

30 

BLIZZARA 

Deals a great amount of Ice damage 

BLACK MAGIC 

30 

BUZZARD 

Deals Ice Damage 

BLACK MAGIC, RED MAGIC 

30, 49 

FREEZEBLINK 

Deals Ice damage to all enemies 

PHANTASM SKILL 

31 

ICE BREATH 

Deals Ice damage to multiple enemies 

DRAGON TECH 

36 

ICE SWORD 

Deals damage with an Ice-based blade attack 

SPELLBLADE TECH 

38 

ICESHOT 

Shoots a bullet of Ice 

GUNMANSHIP 

55 

SHIVA 

Summons Shiva to deal Ice damage 

SUMMON MAGIC 

50 


ATTfllBUTE: LICHTflinC 


BOLT BREATH 

Deals damage with Lightning breath 

DRAGON TECH 

36 

BOLT SWORD 

Deals damage with a Lightning-based blade attack 

SPELLBLADE TECH 

38 

BOLTSHOT 

Shoots a bullet of Lightning 

GUNMANSHIP 

55 

RAMUH 

Summons Ramuh to deal Lightning damage 

SUMMON MAGIC 

50 

TEMPEST 

Deals Lightning damage to all enemies 

PHANTASM SKILL 

31 

THUNDAGA 

Deals an incredible amount of Lightning damage 

BLACK MAGIC 

30 

THUNDARA 

Deals a great amount of Lightning damage 

BLACK MAGIC 

30 

THUNDER 

Deals Lightning damage 

BLACK MAGIC, RED MAGIC 

30, 49 



DELUGE 

Deals Water damage to all enemies 

PHANTASM SKILL 

31 

SLIPRAIN 

Drops a damaging water ball to slow target 

SPIRIT MAGIC 

48 

WATER 

Damages and slows a target with a water ball 

PRAYER, SAGACITY SKILL 

40, 46 

WATER VEIL 

Water jujitsu—damages and silences a target 

NINJA SKILL 

28 

JB1 


AERO 

Creates a damaging whirl of wind 

PRAYER, SAGACITY SKILL 

40, 46 

AIR BLAST 

Creates a damaging whirlwind in front of you 

FIGHTER TECH 

26 

SHINING AIR 

Damages and inflicts Darkness on a target with a rush of air 

SPIRIT MAGIC 

48 

WILO TORNADO 

Deals Wind damage to all enemies 

PHANTASM SKILL 

31 


ML 


100% WOOL 

Improves Weapon Defense and Magic Resistance 

CALL 

53 

ADDLE 

Addles a monster, causing temporary loss of A- and R-abilities 

HUNT 

34 

ADRAMMELCH 

Summons Adrammelch 

TOTEMA 

— 

ADVICE 

Raises the Critical Hit rate against a target 

HUNT 

34 

AGUE 

Slow a target with feverish chills 

CORNER 

51 

AIM: ARM 

Disables a target by shooting the arms 

AIM 

33 

AIM: ARMOR 

Destroys armor worn by a target 

SHARPSHOOT 

52 

AIM:LEGS 

Immobilizes a target by shooting the legs 

AIM 

33 

AIM: VITALS 

Causes status ailments with a shot to the vital organs 

HUNT 

34 

AIM: WALLET 

Steals Gil with a shot aimed at the wallet—big payoff 

SHARPSHOOT 

52 

AIM: WEAPON 

Destroys a weapon held by a target 

SHARPSHOOT 

52 

AIR RENDER 

Releases aggression and causes long-range damage 

FIGHTER TECH, MONK TECH 

26, 39 

ANTIDOTE 

Cures Poison 

ITEM 

179 

APHONIA 

Silences a target with a shot aimed at the throat 

CORNER 

51 

ASTRA 

Confers one-time status ailment protection 

ALCHEMY SKILL, SACRED TECH 

43, 41 

AURA 

Bestows Auto-Life and Auto-Regen 

DEFEND 

37 

BALL 

Causes Confusion by smacking a targets head with a ball 

STUNT 

56 

BANDAGE 

Cures Immobolize and Disable 

ITEM 

179 

BANGAA CRY 

Deals damage with a Bangaa warrior cry 

DRAGON TECH 

36 

BARRIER 

Raises Weapon Defense and Magic Resistance 

PRAYER, RED MAGIC 

40, 49 













































































































ABILITY 


DESCRIPTION 


CATEGORY 


mT'l : Jil l II 



■BEa 


BEATDOWN 

Strikes with a low hit rate r but very high damage 

FIGHTER TECH, SPELLBLADE TECH 

26, 38 

BESO TOXICO 

Poisons a target with a touch as gentle as a kiss 

SHARPSHOOT 

52 

BIO 

Creates viscous waves to damage and Poison targets 

SAGACITY SKILL 

46 

BLACK INGOT 

Casts Doom on either friends or foes 

PANDORA 

57 

BLACKOUT 

Inflicts Darkness on a target 

AIM 

33 

BLIND 

Inflicts Darkness by spraying an inky gas 

SAGACITY SKILL 

46 

BLINDSHOT 

Damages and blinds a target 

GUNMANSHIP 

55 

BLITZ 

Uses aggression to sense and attack a target 

FIGHTER TECH, SPELLBLADE TECH 

26, 38 

BLUE SCREW 

Casts Dispel on either friends or foes 

PANDORA 

57 

BODY SLAM 

A powerful move that also damages the attacking unit 

BATTLE TECH (WARRIOR) 

35 

BOMB 

Takes control of Bombs and Grenades 

CONTROL 

44 

BOMB 

Morphs into Bombs and Grenades 

MORPH 

45 

BOOST 

Focuses energy to increase damage on the next physical attack 

AIM 

33 

BREAK 

Petrifies a target by halting its metabolism 

PRAYER 

40 

BUG 

Takes control of Antiions and Jawbreakers 

CONTROL 

44 

BUG 

Morphs into Antiions and Jawbreakers 

MORPH 

45 

BURIAL 

Buries Zombified units with a single shot 

AIM 

33 

CAPTURE 

Puts live monsters into the Monster Bank 

HUNT 

34 

CARBUNCLE 

Summons the fairy Carbuncle to cast Reflect 

SUMMON MAGIC 

50 

CATNIP 

Drives a target berserk 

CALL 

53 

CHAKRA 

Heals HP by sending energy into the chakra points 

MONK TECH 

39 

CHARMSHOT 

Damages and charms a target 

GUNMANSHIP 

55 

CHECKMATE 

Attacks and casts Doom on a target 

LUNGE TECH 

47 

CHEER 

Focuses power to increase damage on the next weapon attack 

SACRED TECH 

41 

CHOCOBO RUSH 

Deals damage with a stampede of Chocobos 

CALL 

53 

CHROMA GEM 

Casts Sleep on either friends or foes 

PANDORA 

57 

CONCEAL 

Turns you transparent until you take another action 

SHARPSHOOT 

52 

CONFUSHOT 

Damages and confuses a target 

GUNMANSHIP 

55 

COVER 

Takes damage for another character until The next action 

CHIVALRY 

25 

CUISINE 

Cooks and serves an animal to completely heal HP 

CALL 

53 

CUPID 

Charms a target with a shot through the heart 

AIM 

33 

CUREALL 

Remedies status ailments 

ITEM 

179 

DAGGER 

Throws a dagger to cause damage and disable a target 

STUNT 

56 

DEATH SICKLE 

Sweeps out to inflict Doom with horrid speed 

SHARPSHOOT 

52 

DEFENSE 

Raises Weapon Defense and Magic Resistance for one turn 

CHIVALRY, DEFEND 

25, 37 

DEMI 

Saps one-half of a target's HP with a gravity field 

TIME MAGIC 

42 

DISPEL 

Weakens a target and neutralizes status enhancements 

PRAYER 

40 

DOOM ARCHER 

Deals damage equal to your lost HP to a target's HP & MP 

SHARPSHOOT 

52 

DOUBLECAST 

Grants the ability to cast two spells in qutek succession 

RED MAGIC 

49 

DOUBLESHOT 

Attacks twice in quick succession 

SHARPSHOOT 

52 

DOWNSIZE 

Reduces a target's HP by half 

BATTLETECH (WARRIOR) 

35 

DRAGON 

Takes control of Firewyrms, Icedrakes, and Thundrakes 

CONTROL 

44 

DRAGON 

Morphs into Thundrakes, Firewyrms, and Icedrakes 

MORPH 

45 

DRAIN 

Steals a target's strength and adds it to your HP 

SAGACITY SKILL 

46 

DRAW WEAPON 

Equips stocked weapon if a slot is available 


— 

DROP WEAPON 

Tosses a weapon out of hand and back into stock 

CHIVALRY, DEFEND 

25, 37 

ECHO GRASS 

Cures silence 

ITEM 

— 

ELEMENTAL SHIFT 

Shifts resistance to the elements in a target 

SPIRIT MAGIC 

48 

ESUNA 

Remedies status ailments 

WHITE MAGIC 

29 

ETHER 

Restores 80 MP 

ITEM 

179 

EXODUS 

Summons Exodus 

rroTEMA 

— 

EXPERT GUARD 

Prevents all MP and HP damage for one turn 

DEFEND 

37 

EYE DROPS 

Cures Darkness 

ITEM 

179 

FAIRY 

Takes control of Sprites and Titanias 

CONTROL 

44 

FAMFRIT 

Summons Famfrit 

TOTEMA 

— 

FAR FIST 

ra-rtrir i if i i 

Deals long-range damage to an area 

~rr \ \ i 1 il — i in i t i utlirii m mh bh i ip irmnmrki - i n ~n rrr 

FIGHTER TECH, MONK TECH 

■r.n n rnr rinr i \ m j;x: 

26, 39 
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ATTRIBUTE: HOHE (Continued) " 


DESCRIPTION 

CATEGORY 

PAGE 

FASTER 

Nullifies R-abilities with a fast attack 

AIM 

33 

FEATHERBLOW 

Unleashes a flurry of attacks—good hit rate, but light damage 

LUNGE TECH 

47 

FIRST AID 

Disinfects wounds to heal HP and remedy status 

BATTLE TECH 

24, 35 

FLAN 

Takes control of Ice Flans, Jellies, and Creams 

CONTROL 

44 

FLAN 

Morphs into fee Flans, Jellies, and Creams 

MORPH 

45 

FLARE 

Deals damage with a sudden temperature spike 

ALCHEMY SKILL 

43 

FLOATEYE 

Takes control of Floateyes and Ahrimans 

CONTROL 

44 

FLOATEYE 

IVIorphs into Floateyes and Ahrimans 

MORPH 

45 

FRIEND 

Summons a random creature from the spirit world 

CALL 

53 

FROGSONG 

Turns a target into a frog with a lilting refrain 

CALL 

S3 

GIGA FLARE 

Casts a more powerful version of Flare 

SAGACITY SKILL 

46 

GIL TOSS 

Throws Gil to deal damage—thrown Gil is lost 

STUNT 

56 

GOBLIN 

Takes control of Goblins and Red Caps 

CONTROL 

44 

GOBLIN 

Morphs into Goblins and Red Caps 

MORPH 

45 

GOLD BATTERY 

Heals HP of either friends or foes 

PANDORA 

57 

GREASED BOLT 

Attacks so fast that a target cannot react with an R-ability 

BATTLE TECH (WARRIOR) 

35 

GREEN GEAR 

Casts Poison on either friends or foes 

PANDORA 

57 

HASTE 

Increases a target's Speed 

TIME MAGIC, SACRED TECH 

42, 41 

HIBERNATE 

Hibernates to remedy status ailments 

DEFEND 

37 

HOLY SIGN 

Neutralizes a target's status enhancements 

MONK TECH 

39 

HOLY WATER 

Cures zombification 

ITEM 

179 

HUNTING 

Delivers a stylish felling blow that earns more JP 

HUNT 

34 

HURL 

Throws a stocked item to deal damage 

STUNT 

56 

ITEM 

Grants the ability to use items in battle 

— 

— 

JUDGE 

Calls forth a sword to steal Judge Points 

PRAYER 

40 

JUMP 

Jumps into the sky to deliver a spear attack 

DRAGON TECH 

36 

KIRIN 

Summons Kirin to gradually heal HP 

SUMMON MAGIC 

50 

LAMIA 

Takes control of Lamias and Liliths 

CONTROL 

44 

LAMIA 

Morph into Lamias and Liliths 

MORPH 

45 

LANCET 

Absorbs HP from a target 

DRAGON TECH 

36 

UFEBREAK 

Deasl damage equal to the amount of HP you've lost 

SACREED TECH 

41 

MAGICBREAK 

Deals damage to a target's MP 

BATTLE TECH 

24, 35 

MAIDEN KISS 

Cures Frog 

ITEM 

179 

MALBORO 

Takes control of Malboros and Big Malboros 

CONTROL 

44 

MALBORO 

Morphs into Malboros and Big Malboros 

MORPH 

45 

MANASTRIKE 

Strikes through a target's will, damaging MP 

LUNGE TECH 

47 

MATEUS 

Summons Mateus 

TOT EM A 

— 

MELTDOWN 

Uses a self-KQ to deal area damage equal to the unit's HP 

DEFEND 

37 

METAL VEIL 

Metal jujitsu—damages and inflicts Darkness on a target 

NINJA SKILL 

28 

METEOR 

Deals damage by dropping meteors from space 

ALCHEMY SKILL 

43 

MINDBREAK 

Reduces a target s magic power 

BATTLE TECH 

24, 35 

MOG AID 

Heafs the unit s own HP and cures status ailments 

CHARGE 

54 

MOG ATTACK 

Damages and knocks back a target 

CHARGE 

54 

MOG GUARD 

improves Weapon Defense and Magic Resistance 

CHARGE 

54 

MOG LANCE 

Hit far-off enemies with a mighty lance 

CHARGE 

54 

MOG PEEK 

Detects rare items held by an enemy unit 

CHARGE 

54 

MOG RUSH 

Strikes with a full-force attack—high damage, low hit rate 

CHARGE 

54 

MOG SHIELD 

Prevents one status ailments 

CHARGE 

54 

MOW DOWN 

Damages surrounding units while slowing self 

DEFEND 

37 

MUG 

Damages a target and steals Gil 

BATTLE TECH (SOLDIER) 

24 

NIGHTHAWK 

Strikes with an attack as swift as the hunting hawk 

LUNGE TECH 

47 

NIGHTMARE 

Puts a target to sleep and sometimes dooms it 

CORNER 

51 

NURSE 

Heals HP and remedies status ailments 

, CHIVALRY 

25 

OBLIVION 

Addles a target with a shot to the head 

NINJA SKILL CORNER 

28, 51 

OUST 

Sweeps monsters from the field of battle 

HUNT 

34 




















































































ABILITY 


DESCRIPTION 


CATEGORY 


PAGE 


PANTHER 


Takes control of Red Panthers and Coeurls 


Morphs into Red Panthers and Coeurls 

Convinces a target to leave the field of battle 


CONTROL 


44 


PANTHER 


MORPH 


45 


PARLEY 


Unleashes an attack that fii'fs units behind the first target 


CHIVALRY 


25 


PIERCETHROUGH 


LUNGE TECH 


47 


POWERBREAK 


Weakens a target’s Weapon Attacks 


Raises a target's Weapon Defense" 

Sets an enemy into a berserker rage 


BATTLE TECH 


24, 35 


PROTECT 


WHITE MAGIC 


29 


PROVOKE 


RATTLE TECH (SOLDIER} 


24 


QUARTER 


Saps one-quarter of a target's HP with a gravity field 


TIME MAGIC 


42 


QUICKEN 


Lets the target take the next turn 


TIME MAGIC 


42 


RASP 


Deals damage to MP 

Casts Haste on either friends or foes 


SACRED TECH, ALCHEMY SKILL 


41, 43 


RED SPRING 


Reflects White, Red, Time and Black Magic 

Revives a KU'd unit 


PANDORA 


57 


REFLECT 


TIME MAGIC 


42 


REVIVE 


I brows a hoop to Stop a target 

lakes control of Blade Biters and Toughskms 


MONK TECH 


39 


RING 


STUNT 


56 


ROCKBEAST 


CONTROL 


44 


ROCKSEAL 


Causes petrification by sealing a target in stone 


CORNER 


51 


RUSH 


Pushes a target back with a full-on bull rush 


FIGHTER TECH, SPELLBLADE TECH 


26, 38 


SENSOR 


Detects hidden equipment held by enemies 


BATTLE TECH {SOLDIER} 


24 


SHADOWBIND 


Stops a target by pinning its shadow to the ground 


CORNER 


51 


SHADQWSTICK 


Hinders movement to reduce a target's Speed 


Summons sheep to put target to sleep 


LUNGE TECH 


47 


SHEEP COUNT 


CALL 


53 


SHELL 


Raises a target's Magic Resistance 


WHITE MAGIC 


29 


SIDEWINDER 


Deals heavy damage to monsters 


HUNT 


34 


SILENCE 


Silences a target by stealing its voice 


TIME MAGIC, SACRED TECH 


42, 41 


SILENSHQT 


Damages and silences a target 


GUNMANSHIP 


55 


SILVER DISK 


Casts Darkness on either friends or foes 


PANDORA 


57 


SLEEP 


Releases sleeping gas to put target to sleep 
Reduces a target’s Speed 


RED MAGIC 


49 


SLOW 


TIME MAGIC 


42 


SMILE 


Spreads the joy and allows an ally to act immediately 


STUNT 


56 


SOFT 


Cures Petrification 


ITEM 


179 


SONIC BOOM 


Uses a weapon to create an area-damage shockwave 


HUNT 


34 


SOUL SPHERE 


Deals damage to MP with a soul-stealing aura 


SACRED TECH 


41 


SPEEDBREAK 


Reduces a target's speed 


BATTLE TECH 


24, 35 


STARDUST 


Calls down a rain of meteors to damage all enemies 


PHANTASM SKILL 


31 


STEAL: ABILITY 


Steals an enemy's A-ability for your use 


STEAL 


27 


STEAL: ACCESS 


Steals an accessory worn by an enemy 


STEAL 


27 


STEAL: ARMOR 


Steals armor worn by an enemy 


STEAL 


27 


STEAL: EXP 


Steals Experience Points from an enemy 


STEAL 


27 


STEAL: GIL 


Steals Gil from an enemy 


STEAL 


27 


STEAL: HELM 


Steals helmet nr headwear worn hy an enemy 

Steals Judge Points from an enemy 


STEAL 


27 


STEAL: JP 


Steals a shield held by an enemy 


STEAL 


27 


STEAL: SHIELD 


Steals a weapon held hy enemy 


STEAL 


27 


STEAL: WEAPON 


STEAL 


27 


STOP 


Slops time for a target, rendering it unable to act 


TIME MAGIC 


42 


STQPSHOT 


Damages and stops a target 


GUNMANSHIP 


55 


SUBDUE 


Deals light damage—good for catching monsters 


CHIVALRY 


25 


SWALLOWTAIL 


Damages nearby enemies by weaving like a butterfly 

Deals damage and poisons like stinging bees 


LUNGE TECH 


47 


SWARMSTRIKE 


LUNGE TECH 


47 


TAIL WAG 


Charms a target with a cute wagging tail _ 

hires an aimed shot with a good hit rate, but low damage 


CALL 


53 


TAKE AIM 


Throws a weapon that damages an enemy 


AIM 


33 


THROW 


TOAD 


Turns a target into a frog 


TONBERRY 


TREMOR 


ULTIMA 
ULTIMA BLOW 


Takes control of Tonberries and Masterberries 

knocks back ne arby units hy slamming the ground 
Summons Ultima 


NINJA SKILL 


ALCHEMY SKILL 


CONTROL 


DEFEND 


TOTEMA 


28 


43 


44 


37 


Unleashes a powerful Ul tima-magic attack 


SAGACITY SKILL 















































































































ffl-abilities \ 


mi-W ATTRIBUTE: flORE (Continued) 1 

ABILITY 

DESCRIPTION * 

CATEGORY 

PAGE 

ULTIMA CHARGE 

Attacks with Ultima magic 

CHARGE 

54 

ULTIMA MASHER 

An Assassin attack born from Ultima magic 

CORNER 

51 

ULTIMA SHOT 

Attacks with powerful Ultima magic 

HUNT 

34 

ULTIMA SWORD 

Attacks with powerful Ultima Magic 

SPELLBLADE TECH 

38 

UNDEAD 

Takes control of Zombies and Vampires 

CONTROL 

44 

UNSPELL 

Neutralizes status enhancements 

NINJA SKILL 

28 

WARCRY 

Reduces the speed of nearby units 

SACRED TECH 

41 

WHIRLWIND 

Hits on all sides with a quick spin attack 

MONK TECH 

39 

WILD SWING 

Hits on four sides with a swinging weapon attack 

FIGHTER TECH, SPELLBLADE TECH 

26, 38 

WOOD VEIL 

Wood jujitsu-damages and immobilizes a target 

NINJA SKILL 

28 

WYRMKILLER 

Deals a tremendous amount of damage to Dragons 

DRAGON TECH 

36 

WYRMTAMER 

Persuades a Dragon to leave the field of battle 

DRAGON TECH 

36 

YELLOW SPRING 

Casts Barrier on either friends or foes 

PANDORA 

57 

R-abilities \ 



ABSORB MP 

Absorbs the MP used to cast a spell against you 

PHANTASM SKILL, SPIRIT MAGIC 

31,48 

AUTO-REGEN 

Automatically regenerates HP after you take damage 

HUNT, SHARPSHOOT, PANDORA 

34, 52, 57 

BLOCK ARROWS 

Dodges all bow and longbow attacks 

AIM, CALL 

33, 53 

BONECRUSHER 

Hits with a powerful counterattack (xL5) after taking weapon damage 

FIGHTER TECH, SACRED TECH 

26, 41 

CATCH 

Catches a thrown item and places it in stock 

RED MAGIC, STUNT 

49, 56 

COUNTER 

Follows up an enemy attack with a counterattack 

STEAL. MONK TECH 

27, 39 

DAMAGE >MP 

Converts HP damage to MP damage-fails if MP is zero 

BLUE MAGIC, MORPH, PANDORA 

32, 45, 57 

DRAGONHEART 

Auto-raises the character if he is felled by a weapon 

DRAGON TECH 

36 

LAST BERSERK 

Activates Berserk if the unit it severely wounded 

DEFEND 

37 

LAST HASTE 

Automatically becomes Hasted if severely wounded 

NINJA SKILL, CONTROL, CHARGE 

28, 44, 54 

LAST QUICKEN 

Allows you to take the next turn when severely wounded 

TIME MAGIC 

42 

REFLEX 

Predicts and avoids a regular attack 

CHIVALRY, MONK TECH, 

25, 39, 



SAGACITY SKILL, LUNGE TECH 

46, 47 

RETURN FIRE 

Catches an approaching arrow and shoots it back 

CORNER, STUNT 

51, 56 

RETURN MAGIC 

Counters a magic attack with the same spell 

BLACK MAGIC, PRAYER 

30, 40 

STRIKEBACK 

Blocks an attack and counterattacks-ineffectlve vs. A-abilities 

FIGHTER TECH, SPELLBLADE TECH 

26, 38 


fS-ahilities \ 


CONCENTRATE 

Increases the user's Hit rating 

AIM, GJNMANSHIP 

33, 55 

DOUBLE SWORD 

Enables the user to hold and use two weapons at once 

NINJA SKILL 

28 

DOUBLEHAND 

Allows the unit to hold a one-handed weapon in two hands 

FIGHTER TECH, SPELLBLADE TECH 

26, 38 

GEOMANCY 

Reduces resistance to the elements by one level 

BLACK MAGIC 

30 

HALF MP 

Cuts in half the amount of MP used for abilities 

PHANTASM SKILL, PRAYER, 

SUMMON MAGIC 

31, 40, 

50 

IMMUNITY 

Confers resistance to some status ailments 

BLUE MAGIC, CONTROL 

32, 44 

LEARNING 

Studies attacks and learns some as Blue Magic 

BLUE MAGIC 

32 

MAGIC POW+ 

Increases the damage dealt by all types of magic 

ALCHEMY SKILL 

43 

MAINTENANCE 

Ensures equipped items are not stolen or destroyed 

STEAL, ALCHEMY SKILL 

27, 43 

MONKEY GRIP 

Lets a character hold a two-handed weapon in one hand 

BATTLE TECH 

24, 35 

SHIELDBEARER 

Enables shield-wielding, regardless of job 

BATTLE TECH, SAGACITY SKILL, 
LUNGE TECH, CHARGE 

24, 35, 46, 
47, 54 

TURBO IVIP 

Doubles MP use for increased Damage- and Hit ratings 

WHITE MAGIC 

29 

WEAPON ATK+ 

Increases the amount of damage dealt by weapon attacks 

HUNT, SACRED TECH 

34, 41 

{WEAPON DEF+ 

Reduces damage from weapon attacks 

CHIVALRY, DEFEND, SAGACITY SKILL 

25, 37, 46 


fr-ahilitifi£ \ _____—iWtliJil.J 

mmm 

BLACK COMBO 

A ranged combo for Black Mages 

BLACK MAGIC 

30 

NINJA COMBO 

A failproof combo for Ninjas 

NINJA SKILL 

28 

SUMMON COMBO 

A ranged combo for Summoners 

SUMMON MAGIC 

50 
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ABILITY 

DESCRIPTION 


KNIGHT COMBO 

A tailproot combo tor Paladins 

CHIVALRY 

25 

PRAY COMBO 

A ranged combo for Bishops 

PRAYER 

40 

SPIRIT COMBO 

A well-balanced combo for Elementalists 

SPIRIT MAGIC 

48 

WHITE COMBO 

A ranged combo for White Mages 

WHITE MAGIC 

29 

WISE COMBO 

A well-balanced combo for Sages 

SAGACITY SKILL 

46 


bHihiiIm 

ANIMAL COMBO 

A failproof combo for Animists 

CALL 

53 

BEAST COMBO 

A failproof combo for Beastmasters 

CONTROL 

44 

BLUE COMBO 

A ranged combo for Blue Mages 

BLUE MAGIC 

32 

BOW COMBO 

A long-range combo for Archers 

AIM 

33 

CHARGE COMBO 

An easily chained combo tor Mog Knights 

CHARGE 

54 

COMBAT COMBO 

A failproof combo for Soldiers and Warriors 

BATTLE TECH 

24,35 

DEFEND COMBO 

An easily chained combo for Defenders 

DEFEND 

37 

DRAGON COMBO 

A failproof combo for Dragoons 

DRAGON TECH 

36 

FIGHTER COMBO 

An easily chained combo for Fighters 

FIGHTER TECH 

26 

GADGET COMBO 

A long-range combo for Gadgeteers 

PANDORA 

57 

GOLD COMBO 

A well-balanced combo for Alchemists 

ALCHEMY SKILL 

43 

GUN COMBO 

A long-range combo for Gunners 

GUNMANSHIP 

55 

HUNT COMBO 

A ranged combo for Hunters 

HUNT 

34 

JUGGLE COMBO 

An easily chained combo for Jugglers 

STUNT 

56 

KILLER COMBO 

A failproof combo for Assassins 

CORNER 

51 

LUNGE COMBO 

A failproof combo for Fencers 

LUNGE TECH 

47 

MONK COMBO 

A very easily chained combo for White Monks 

MONK TECH 

39 

MORPH COMBO 

A failproof combo for Morphers 

MORPH 

45 

RED COMBO 

An easily chained combo tor Red Mages 

RED MAGIC 

49 

SACRED COMBO 

A failproof combo for Templars 

SACRED TECH 

41 

SNIPER COMBO 

A ranged combo for Snipers 

SHARPSHOOT 

52 

SPELL COMBO 

A ranged combo for Illusionists 

PHANTASM SKILL 

31 

SWORD COMBO 

A failproof combo for Gladiators 

SPELLBLADE TECH 

38 

THIEF COMBO 

A failproof combo for Thieves 

STEAL 

27 

TIME COMBO 

A ranged combo for Time Mages 

TIME MAGIC 

42 


Enem>> Abilities 


DESCRIPTION 


LEARN ABLE? 


ABYSS 

A 

— 

12 

3 panels 

Calls forth decay to damage and poison a target 

— 

ACID 

A 

— 

12 

3 panels 

Inf lie Ls a random s La Lus ailment 

YES 

ALPHA 

A 

— 

— 

4 panels 

The father spell of Omega and Ultima—deals incredible damage 

— 

AMBER GLEAM 

A 

— 

— 

All 

Neutralizes all enemy status enhancements 


ANGEL WHISPER 

A 

Holy 

24 

3 panels 

Heals HP and bestows Auto^Raise 

YES 

BAD BREATH 

A 

— 

20 

1 panel 

Breaths foul breath that causes status ailments 

YES 

BLANK CARD 

A 

— 

— 

- 

Changes the law at will 

— 

BLASTER 

A 

— 

— 

3 panels 

Petrifies a target with shining energy 


BLOWUP 

A 

— 

2 

1 panel 

Deals massive damage to nearby enemies with a self-KG 

YES 

BREATH OF GOD 

A 

— 

— 

4 panels 

Envelops surrounding units and deals damage 

— 

CHILL 

A 

Ice 

— 

1 panel 

Causes cold damage to an area 

— 

CIRCLE 

A 

— 

— 

3 panels 

Lowers Weapon Attack and Magic Power 

— 

DESCENT 

A 

Random 

— 

All 

Summons a random Tntnma 


DEVIL GAZE 

A 

— 

— 

1 panel 

Inflicts Silence and Darkness 

— 

DRAGON FORCE 

A 

- 

12 

1 panel 

Releases a Dragon Soul that improves all stats 

YES 

DRAIN TOUCH 

A 

— 

10 

1 panel 

Drains and absorbs HP from a target 

YES 

FIRESTREAM 

A ' 

Fire 

— 

All frr a line 

Deals damage in a straight line with scorching fJame 

— 

FLAME ATTACK 

A 

Fire 

— 

3 panels 

Deal Fire damage from within 

— 

FURY CIRCLE 

A 

— 

— 

1 panel 

Damages and knocks back surrounding units 

— 

GOBLIN PUNCH 

A 

— 

8 

1 panel 

An all-out punch with varying damage 

YES 

GOO 

A 

—‘ 

— 

1 panel 

Immobilizes a target in sticky ooze 




































































































































fEnem)) Abilities (Continued) \ 


ABILITY 

TYPE 

ATTRIBUTE 

MP 

RANGE 

DESCRIPTION 

LEARNABLE? 

GUARO-OFF 

A 

— 

10 

1 panel 

Lowers Weapon Defense and Magic Resistance 

YES 

HAND SLAP 

A 


— 

1 panel 

Delays a target's turn with a flat-handed slap 

— 

HASTEBREAK 

A 

— 

12 

1 panel 

Increases a character's Speed 

YES 

HEART RENDER 

A 

— 

— 

1 panel 

Deals damage to MP 


HOWL OF RAGE 

A 

— 

— 

1 panel 

Reduces the Speed of surrounding units 

— 

ICE BREATH 

A 

Ice 

— 

4 panels 

Deals damage with icy breath 

—* 

KARMA 

A 

— 

— 

1 panel 

Deals increasing damage for each unit the target has KO'd 

— 

KISS 

A 

— 

— 

1 panel 

Charms and Dooms a target with a sweet kiss 

— 

KNIFE 

A 

— 

8 

1 panel 

Steals 9/10 of HP with a Tonberry knife stab 

— 

LAWSHIFT 

A 

— 

— 

All 

Randomly changes the current laws 

— 

LIFE RENDER 

A 


— 

1 panel 

Damages and dooms a target 

— 

LIGHTSPEED 

A 


— 

1 panel 

Nullifies R-abilities with a lightning-fast attack 

— 

LIMIT GLOVE 

A 

— 

4 

1 panel 

Deals heavy damage when the users own life is threatened 

— 

LOGOS 

A 

— 

— 

3 panels 

Charms a target and weakens Weapon Defense and Magic Resistance 

— 

LV? D HOLY 

A 

Holy 

32 

All 

Causes Holy damage in units when level matches the current day 

— ' 

LV? S-FLARE 

A 

Dark 

30 

All 

Shadowflares all units with matching digits in their levels 

YES 

LV3 DEF-LESS 

A 

— 

12 

3 panels 

Lowers M-Res and W-Def in units with levels divisible by three 

YES 

LV5 DEATH 

A 

Dark 

24 

3 panels 

KO's units with levels divisible by five 

— 

MAGI 

A 

— 

— 

All 

Deals massive damage to all enemies 

— 

MAGIC HAMMER 

A 

— 

8 

3 panels 

Deals damage to MP 

YES 

MATRA MAGIC 

A 

— 

24 

3 panels 

Switches a target's HP and MP 

— 

METEORITE 

A 

— 

22 

3 panels 

Shoots a small meteor to deal damage 

— 

MIASMA 

A 

— 

— 

3 panels 

Calls forth ill humors to damage and poison targets 

— 

MIGHTY GUARD 

A 

— 

8 

1 panel 

Raises Weapon Defense and Magic Resistance for one battle 

YES 

MUNCH 

A 

— 

— 

1 panel 

Crushes a weapon with powerful jaws—user takes damage 

— 

MUTILATE 

A 

— 

is 

1 pane) 

Absorbs HP f rom a target 

— 

NIGHT 

r A ~ 

— 

24 

All 

Puts all enemies to sleep 

YES 

OMEGA 

A 

— 

10 

1 pane! 

Deals massive damage—as powerful as Ultima 

— 

PALAISTRA 

A 

— 

— 

1 panel 

Deals damage with a deadly whirlwind 

— 

POISON CLAW 

A 

— 

8 

1 panel 

Damages and poisons a target 

YES 

POISON FROG 

A 

— 


3 panels 

Turns targets into frogs and poisons them 

— 

PRESENCE 

A 

— 

— 

1 panel 

Damages and knocks back a target 

“ 

REND 

A 

— 

— 

1 panel 

Bites a target's weak spot to deal damage 

— 

RESONATE 

A 

— 

20 

All 

Disables targets 

— 

REVEAL 

S 

— 

— 

Ail 

Finds and reveals any concealed units 

— 

RIPCIRCIE 

A 

— 

— 

1 panel 

Damages surrounding units 


ROULETTE 

A 

Dark 

20 

All 

KO's one person at random—friend or foe 

YES 

SACRIFICE 

A 

— 

— 

1 panel 

Heals an ally's HP and status ailments with a self-KO 

— 

SANDSTORM 

A 

Earth 


1 panel 

Damages a unit and inflicts Darkness with a dark tornado 

— 

SOUNDWAVE 

A 

— 

— 

3 panels 

Neutralizes status enhancements with a grating noise 

— 

SPELL BIND 

A 

— 

— 

4 panels 

Damages and Slows a target 

— 

STARE 

A 

— 

12 

4 panels 

Confuses multiple targets 

YES 

SUFFOCATE 

A 

— 

— 

1 panel 

Causes a target to lose its next turn 

— 

TWISTER 

A 

— 

20 

3 panels 

Reduces the HP of all enemies in an area by half 

YES 

VOODOO 

A 

— 

— 

1 panel 

Carries a powerful, deadly curse 

— 

WHITE WIND 

A 

— 

12 

3 panels 

Heals a character's HP to a point egual to the user's own HP 

YES 
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1 CUN NAME 

JQB 

A-ABILITY 

R-ABILITY 

S-ABILITV 

EQUIPMENT 

AiSEN GHOSTS 

FLOATEYE 

GAZE 

— 

WEAPON DEF+ 

— 


JAWBREAKER 

ADHERE 

— 

— 



TONBERRY 

GRUDGE 

- 

— 

- 


ZOMBIE 

ROT 

COUNTER 

— 

— 


ZOMBIE 

ROT 

- 

— 

— 

ANTL10NS 

ANTLION 

SANDSTORM 

COUNTER 

- 

- 


ANTLION 

SANDSTORM 

COUNTER 

- 



BOMB 

BLAZE 

— 

— 

- 


JAWBREAKER 

ADHERE 

— 

WEAPON ATK+ 

— 


TOUGHSKIN 

DEBILITATE 

- 


— 

BLOODTHIRSTERS 

AHRIMAN 

GLARE 

— 

- 

- 


ASSASSIN 

CORNER 

RETURN FIRE 

- 

HEAVEN S CLOUD, DARK GEAR 


JUGGLER 

STUNT, ITEM 

- 

- 

RONDELL DAGGER, WYGAR 


MASTERBERRY 

MALICE 

- 

- 

- 


VAMPIRE 

ILLUDE 

- 

WEAPON ATK+ 

— 


VAMPIRE 

ILLUDE 

- 

- 

- 

BRASS DRAGOONS 

DEFENDER 

DEFEND 

LAST BERSERK 

— 

VAJRA, MAXIMILIAN 


DRAGOON 

DRAGON TECH 

5TRIKEBACK 

- 

PARTISAN, PLATEMAIL 


DRAGOON 

DRAGON TECH 

- 

- 

ICE LANCE, GOLD ARMOR 


PALADIN 

CHIVALRY 

— 

WEAPON DEF+ 

LOHENGRIN, PLATEMAIL 


TEMPLAR 

SACRED SKILL 

BONECRUSHER 

— 

IIONHEART, DRAGON MAIL, CROSS HELM 

CLAN BANESA 

ANIMIST 

CALL 

BLOCK ARROWS 

- 

WAR TRUMPET, ADAMAN VEST 


FIGHTER 

FIGHTER TECH 

STRIKEBACK 

— 

SUN BLADE, SURVIVAL VEST 


GLADIATOR 

SPELLBLADETECH 

- 

DOUBLEHAND 

ATMOS BLADE, POWER SASH 


WARRIOR 

BATTLE TECH 

— 

MONKEY GRIP 

PREDATOR, ROUND SHIELD, ADAMAN VEST 


WHITE MONK 

MONK TECH, ITEM 

COUNTER 

— 

DREAM CLAWS, SURVIVAL VEST 

CLAN BELMIA 

ASSASSIN 

CORNER 

RETURN FIRE 

— 

ZANMATO, JUDD UNIFORM 


GUNNER 

GUNMANSH1P 

- 

CONCENTRATE 

CHAOS RIFLE, BRIG AN DINE 


NINJA 

NINJA SKILL 

— 

DOUBLE SWORD 

ASHUR A, PETALCHASER, NINJA GEAR 


SNIPER 

SHARPSHODT, ITEM 

AUTO-REGEN 

- 

TWIN BOW. GAIA GEAR 


THIEF 

STEAL 

COUNTER 

MAINTENANCE 

RONDELL DAGGER, SURVIVAL VEST 

CLAN CL AT 2 

ANIMIST 

CALL 

- 

MAINTENANCE 

SATYR FLUTE, POWER SASH 


GADGETEER 

PANDORA 

AUTO-REGEN 

- 

DREAM CLAWS, GAIA GEAR 


JUGGLER 

STUNT 

CATCH 

- 

KHUKURI, POWER SASH 


THIEF 

STEAL 

COUNTER 

MAINTENANCE 

KARO, WYGAR 


TIME MAGE 

TIME MAGIC 

RETURN FIRE 

— 

TERRE ROD, MAGUS ROBE 

CLAN DIP 

ARCHER 

AIM 

— 

CONCENTRATE 

LONGBOW, LEATHER GARB 


ARCHER 

AIM 

BLOCK ARROWS 

— 

CHAR BOW, LEATHER GARB, FEATHER CAP 


SOLDIER 

BATTLE TECH 

— 

— 

SHORT SWORD, CUIRASS 


THIEF 

STEAL 

COUNTER 

— 

JACK KNIFE, LEATHER GARB 


WHITE MAGE 

WHITE MAGIC 

- 

__ 

WHITE STAFF, HEMPEN ROBE 

CLAIM HOUNDS 

BLUE MAGE 

BLUE MAGIC, ITEM 

DAMAGE >MP 

— 

AQUA -SARFR, RRIGANDINE 


COEURL 

SCRATCH 

— 

REVEAL 

- 


ELEMENTALIST 

SPIRIT MAGIC 

ABSORB MP 

— 

COLICHEMARDE, SURVIVAL VEST 


GUNNER 

GUNMANSHIP 

— 

- 

LOST GUN. SURVIVAL VEST 


LAMIA 

SONG 

COUNTER 

— 

— 


REDCAP 

HIT 

- 

WEAPON ATK+ 

— 

CLAN MARBLE 

ANIMIST 

CALL 

BLOCK ARROWS 

— 

GLASS BELL LEATHER GARB 


ARCHER 

AIM 

- 

- 

LONGBOW, LEATHER GARB 


FENCER 

LUNGE TECH 

REFLEX 

— 

STINGER, CHAIN PLATE 


SOLDIER 

BATTLE TECH 

— 

— 

SILVER SWORD, BRONZE ARMOR 


WARRIOR 

BATTLE TECH 

- 

— 

SAMSON SWORD, BRONZE ARMOR 

CLANSHALO 

WARRIOR 

BATTLE TECH 

- 

— 

SHORTSWORD, BRONZE ARMOR,FEATHER BOOTS 


DEFENDER 

DEFEND 

LAST BERSERK 

- 

DEFENDER, BRONZE ARMOR, FEATHER BOOTS 


WHITE MONK 

MONK TECH 

COUNTER 

- 

HARD KNUCKLES, CHAIN PLATE, FEATHER BOOTS 


WHITE MAGE 

WHITE MAGIC 

— 

- 

GUARD STAFF, MAGUS ROBE, FEATHER BOOTS 

1 J 

ANIMIST 

CALL 

— 

— 

DEMON BELL, LEATHER GARB, FEATHER BOOTS 









































































CLAN NAME 

JOB 

A-ABIUTY 

R ABILITY 

S-ABILITY 

EQUIPMENT 

CYRIL BAND 

ARCHER 

AIM 

— 

— 

LONGBOW, CHAIN PLATE 


SOLDIER 

BATTLE TECH 

- 

- 

SHORT SWORD, BRONZE ARMOR 


THIEF 

STEAL 

— 

- 

KRIS KNIFE, LEATHER GARB 


THIEF 

STEAL 

COUNTER 

- 

JACK KNIFE, LEATHER GARB 


WHITE MONK 

MONK TECH 

COUNTER 

- 

RISING SUN, SURVIVAL VEST 

DONED FACTION 

DRAGOON 

DRAGON TECH 

COUNTER 

- 

DRAGON WHISKER, GOLD ARMOR 


FIGHTER 

FIGHTER TECH 

BQNECRUSHER 

- 

VENUS BLADE, WYGAR 


SAGE 

SAGACITY SKILL 

REFLEX 

- 

LOTUS MACE, GAIA GEAR 


SNIPER 

SHARPSHOOT 

AUTO-REGEN 

— 

NIKE BOW, DARK GEAR 


TIME MAGE 

TIME MAGIC 

LAST QUICKEN 

— 

SLEET ROD, WHITE ROBE 

GAJ A BAND 

DRAGOON 

DRAGON TECH 

— 

— 

GAE BOLG, PLATEMAIL 


GUNNER 

GUNMANSHIP 

— 

— 

RIOT GUN, SURVIVAL VEST 


HUNTER 

HUNT 

- 

WEAPON ATK+ 

CRANEQUIN, BRIGANDINE 


NINJA 

NINJA SKILL 

- 

DOUBLE SWORD 

PETALCHASER, OSAFUNE, NINJA GEAR 


RED MAGE 

RED MAGIC 

— 

MAGIC POW+ 

FLEURET, SURVIVAL VEST, CIRCLET 

GERTAI BAND 

ASSASSIN 

CORNER 

RETURN FIRE 

— 

HADES BOW, DARK GEAR 


BLUE MAGE 

BLUE MAGIC 

DAMAGE >MP 

IMMUNITY 

MANGANESE. BRIGANDINE 


JUGGLER 

STUNT 

RETURN FIRE 

— 

JAMBIYA, POWER SASH 


NINJA 

NINJA SKILL, ITEM 

LAST HASTE 

DOUBLE SWORD 

KOTETSU, HEAVEN’S CLOUD, NINJA GEAR 


SNIPER 

SHARPSHOOT 

AUTO-REGEN 

— 

HUNT BOW, SURVIVAL VEST 

GUARD PATROL 

BISHOP 

PRAYER 

RETURN MAGIC 

- 

JUDGE STAFF, SURVIVAL VEST 


DEFENDER 

DEFEND 

— 

WEAPON DEF+ 

LIONHEART, GOLD ARMOR, BRACERS 


MOG KNIGHT 

CHARGE 

LAST HASTE 

— 

FLAMETONGUE. PLATEMAIL 


PALADIN 

CHIVALRY 

- 

MONKEY GRIP 

VIGILANTE, ROUND SHIELD, IRON ARMOR 


SAGE 

SAGACITY SKILL 

— 

SHIELDBEARER 

DRUID MACE, BLAZE ROBE 


TEMPLAR 

SACRED TECH r ITEM 

BONECRUSHER 

— 

GAE BOLG, PLATEMAIL, CROSS HELM 

JAGD EMISSARIES 

AHRIMAN 

GLARE 

- 

WEAPON ATK+ 

- 


GLADIATOR 

SPELLBLADETECH 

STRIKES ACK 

DOUBLEHAND 

FLAMETONGUE, BRIGANDINE 


LAMIA 

SONG 

COUNTER 

— 

- 


NINJA 

NINJA SKILL 

LAST HASTE 

DOUBLE SWORD 

KIKUICHIMONJI, KOTETSU, NINJA GEAR 


SNIPER 

SHARPSHOOT 

AUTO-REGEN 

— 

MASTER BOW, SURVIVAL VEST 


SUMMONER 

SUMMON MAGIC 

RETURN FIRE 

HALF-MP 

PURE STAFF, BLACK ROBE 

KORINGBAND 

AN1MIST 

CALL, ITEM 

BLOCK ARROWS 

— 

GLASS BELL, ADAMANVEST 


ARCHER 

AIM 

- 

CONCENTRATE 

CHAR BOW, CHAIN PLATE 


BISHOP 

PRAYER 

- 

- 

GUARD STAFF, CHAIN PLATE 


WHITE MAGE 

WHITE MAGIC 

— 

— 

CURE STAFF, SILKEN ROBE 


WHITE MONK 

MONK TECH 

COUNTER 

- 

RISING SUN, SURVIVAL VEST 

KUDIK BEASTS 

ANTLION 

SANDSTORM 


WEAPON DEF+ 

- 


RED PANTHER 

RAKE 

COUNTER 

REVEAL 

— 


RED PANTHER 

RAKE 

COUNTER 

REVEAL 

— 


SPRITE 

TRICK 

— 

— 

— 


TOUGHSK1N 

DEBILITATE 

COUNTER 

1 WEAPON DEF+ 

- 

LOST MONSTERS 

BIGMALBORG 

REEK 

- 

WEAPON ATK+ 

— 


FLOATEYE 

GAZE 

COUNTER 

— 

— 


GRENADE 

BOOM! 

— 

— 

— 


MALBORO 

STENCH 

- 

- 

— 


SPRITE 

TRICK 

— 

— 

— 

RAMBLE BAND 

ALCHEMIST 

ALCHEMY SKILL 

- 

MAGIC POW+ 

MANDRAGORA, GAIA GEAR 


FIGHTER 

FIGHTER TECH 

STRIKEBACK 

— 

SUN BLADE. BRIGANDINE 


NINJA 

NINJA SKILL 

- 

DOUBLE SWORD 

HEAVEN'S CLOUD, PETALCHASER, NINJA GEAR 


SNIPER 

SHARPSHOOT 

AUTO-REGEN 

- 

HADES BOW, DARK GEAR 


THIEF 

STEAL 

COUNTER 

— 

ZORLIN SHAPE, POWER SASH 

RANGERS 

ANIMIST 

CALL 

— 

- 

DEMON BELL, SURVIVAL VEST 


ARCHER 

AIM 

BLOCK ARROWS 

— 

CHAR BOW, LEATHER GARB 


ELEMENTALIST 

SPIRIT MAGIC 

— 

- 

FLEURET ADAMAN VEST 


FENCER 

LUNGE TECH 

- 

- 

ESTOC, CHAIN PLATE 


WHITE MAGE 

WHITE MAGIC 

- 

- 

WHITE STAFF, HEMPEN ROBE 

ROAMING NAIADS 

1CEDRAKE 

ICEWYRM 

- 

WEAPON DEF+ 

— 


ICE FLAN 

CHILL 

— 

— 

— 


LAMIA 

SONG 

COUNTER 

— 

— 


LILITH 

POISON FANG 

BLOCK ARROWS 

— 

— 


SPRITE 

TRICK 

*— 


— 
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CLAN NAME 

JOB 

A-ABILITY 

R-ABILITY 

STABILITY 


RODA DRAGONS 

BOMB 

BLAZE 

COUNTER 

- 

— 


FIREWYRM 

DRAGONBLAZE 

— 

— 

- 


FIREWYRM 

DRAGONBLAZE 

1 — 

WEAPON ATK+ 

- 


JELLY 

MELT 

COUNTER 

- 

- 


TOUGHSKIN 

DEBILITATE 

— 

— 

— 

SPROHMKNIGHTS 

FIGHTER 

FIGHTER TECH 

COUNTER 

— 

SHADOW BLADE, CHAIN PLATE 


SOLDIER 

BATTLE TECH 

- 

- 

SHORT SWORD. BRONZE ARMOR 


WARRIOR 

BATTLE TECH 

- 

- 

SAMSON SWORD, BRONZE ARMOR 


WHITE MAGE 

WHITE MAGIC 

— 

— 

WHITE STAFF, HEMPEN ROBE 


WHITE MONK 

WHITE MONK 

COUNTER 

- 

RISING SUN, CHAIN PLATE 

TRIBITES 

BLADE BITER 

CRUSH 

— 

WEAPON ATK+ 

— 


CQEURL 

SCRATCH 

- 

REVEAL 

- 


RED PANTHER 

RAKE 

COUNTER 

REVEAL 



RED PANTHER 

RAKE 

COUNTER 

REVEAL 

— 


TOUGHSKIN 

DEBILITATE 

— 

WEAPON DEF+ 

— 

TRICKY SPIRITS 

CREAM 

SCORCH 

- 

GEOMANCY 

- 


REDCAP 

HIT 

— 

- 

- 


SPRITE 

TRICK 

COUNTER 


- 


SPRITE 

TRICK 

— 

- 

- 


TITANIA 

FLUORESCE 

BLOCK ARROWS 

WEAPON ATK+ 

— 

TUBQLA BANDITS 

BLUE MAGE 

BLUE MAGIC 

- 

- 

SHAMSHIR, ADAMAN VEST 


HUNTER 

HUNT 

- 

- 

MASTER BOW r SURVIVAL VEST 


ILLUSIONIST 

PHANTASM SKILL 

— 

HALF MP 

FORCE ROD, MISTLE ROBE 


RED MAGE 

RED MAGIC 

— 

MAGIC POW+ 

GUPTI AGA r MIRAGE VEST, CIRCLET 


THIEF 

STEAL 

COUNTER 

- 

SCRAMASAX, SURVIVAL VEST 

WILD MONSTERS 

COEURL 

SCRATCH 

- 

REVEAL 

- 


GRENADE 

BOOM! 

- 

- 

- 


ICEDRAKE 

ICEWYRM 

COUNTER 

WEAPON DEF+ 

— 


JELLY 

MELT 

- 

— 

— 


MALBORO 

STENCH 

— 

- 

- 

ZOARA SECT 

GLADIATOR 

SPELLBLADE TECH 

STRIKEBACK 

- 

ATMOS BLADE, WYGAR 


ILLUSIONIST 

PHANTASM SKILL 

ABSORB MP 


FORCE ROD, FLURRY ROBE 


SAGE 

SAGACITY SKILL 


WEAPON DEF+ 

LOTUS MACE. GAIA GEAR 


TEMPLAR 

SACRED TECH 

BONECRUSHER 

— 

ARCH SWORD, DIAMOND ARMOR. CROSS HELM 


TIME MAGE 

TIME MAGIC 

LAST QUICKEN 

- 

FLAME ROD, BLAZE ROBE 
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fill the monsters are listed alphabetically by family and then by type. 











TYPE 

A-ABILITY 

R-ABILITY 

S-ABIUTY 

ATTRIBUTE 

m 


BOMB 

Eldwiifi, 
Flame At lack 

Counter 

W-Dcf+ 

Absorbs Fire; Weak 
aijainst Ice 

o 

m 

ii 

GRENADE 

Blowup, Chili 

Slack Arrows 

W Atk+ 

Absorbs Ice, Weak 
against Fire 

(-3 

0 

ANT LI ON 

Lv3 D&Msss. 
Sandstorm 

Cormier 

WDel+ 

- 

£5 

CQ 

0 

JAWBREAKER 

Lv3 Def-less, LvB 
Death, Suf locals 

Block Arrows 

W'Dcf+ 

- 



FIREWYRM 

GuardOlf, 

Fire Breath 

Block Arrows 

W Atk+ 

Absorbs Fire 

o 

< 

cc 

% 

ICEDRAKE 

Mighty Gwerd, 
tee Breath 

Counter 

W Del+ 

Absorbs Ice 

a 

M 

THUNDRAKE 

Dragon Force, 
Boll Breath 

Reflex 

Geornancy 

Absorbs Lighinlng 

W' 

£ 

1 

SPRITE 

White Wind. 
Mo to On to 

Counter 

W-Def+ 

Absorbs Holy; Weak 
against Park 

£ 

L 

TITANIA 

Angel Whisper. 
LV?DHoly 

Block Anuws 

WAlU 

Absorbs Holy; Weak 
against Dark 



CREAM 

Acid, Sacrifice, 
Thunder 

Reflex 

Goomancy 

Absorbs Lightning; 
Week agentst Water 

< 

Ll_! 

M, 

ICE FLAN 

Acid, Sacrifico, 

RN77jmd 

Hioek Arrows 

W-Atk+ 

Absorbs lea; Weak 
against Hre 


A 

JELLY 

Acid, Saerilica, 
hire 

Counter 

W-ileli 

Absorbs Fire; Week 
against Ice 

4 

6$ 

AHRIMAN 

Duulollo, Circle 

Dleek Arrows 

W Atkt 


s 

3 


TLOATEYE 

Slurc, Devil (jtU,v 

Counter 

WDck 

- 



TYPE 

A-ABILITY 

R-ABILITY 

5 ABILITY 

ATTRIBUTE 

5 

GOBLIN 

Goblin Punch 

Counter 

W-Dsf-r 

- 

~|j 

REDCAP 

Magic Hammer. 
Mutilate 

Block Arrows 

W'Atk+ 

- 

* 

LAMIA 

Nig hi. Hood Slop. 
Poison Fruy 

Counter 

WHJef* 

- 

.j 

LILITH 

Twister. Poison 
Frog, Kiss 

Block Arrows 

W-Atk+ 

- 

41 

BIGMALBORO 

Sad Breath, 
Soundwave 

Block Arrows 

W'Atkt 

- 

0 

MALBORO 

Bad Breath, Goo 

Counter 

W-Def+ 


M 

COEURL 

Huultrliraak, 

Blaster 

Block Arrows 

Reveal 

- 


RED PANTHER 

Poison Claw, 
RemM 

Counter 

Reveal 

- 


BLADE BITER 

Limit Glove, 
Munch.. Resonate 

Block Arrows 

W Atkt 

- 

JL 

TOUGHSKIN 

Resonate, Malrfl 
IW^gic 

Counter 

W-D*U 

- 

t 

MASTERBERRY 

Knife, Vocidnn 

Hlnrk Arrows 

W'Aikt 

- 

o 

TONRERRY 

knilH. Karma 

Cm mi nr 

W-Ofif+ 

- 


VAMPIRE 

L*?$ Flare, 
Mian m a, Zombify 

Bio ok Arrows 

W Atk. 

Absorbs Dork; Wo ok 
againtf Holy 

"1 

ZOMBIE 

Drain Touch, 
Miasma 

Counter 

WDdi 

Abac ilia Dai k. Week 

against Holy 
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A few extra tips wilt help you win the day in Final Fantasy Tactics 
flduance. Good luck! 


DOUBLE SUIDRD 
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Double Sword is probably the most 
useful ability in the game. The Ninja 
Tech ability lets you equip two 
weapons at the same time during 
combat. In addition to striking an 
enemy twice with a normal arrack, you 
can also learn two abilities at once. 
Soldiers, Ninjas and Paladins who 
know Double Sword are among the 
most devastating units on a battle¬ 
field. 


Once you know Double Sword, you can 
equip two of any weapon that your 
current job can hold. 


If you equip the same weapon in both 
hands, you'll learn the ability twice as 
fast. 


If you have two Mosadas, equip them 
both so you can learn Double Sword in 
half the time. 


usinc ULTimn 

Ultima is the most powerful kind of magic in the game, but its 
range is limited by the weapon that the caster is holding. Once you 
teach a character an Ultima-based ability, switch him or her to a 
job that can use long-range attacks. 



A Gunner who knows Ultima is your Not only will the strategy strike foes 
enemy's worst nightmare. from afar, bu Lit keeps the spell from 

hitting your own nearby units. 


DEflLinC WITH STOP 

Stopping an enemy is a great way to destroy it without threat to 
your own hide, but being stopped yoursell is a terrible thing. If an 
enemy ever freezes you in your tracks, make sure you know how to 
recover quickly. It could be the difference between winning a battle 
and going down in flames. 



Esuna doesn't work on a stopped unit, Try a Time Mage or Juggler Instead, 
so White Mages are useless. The Smile and Quicken spells are just 

the things to get you going. 


L m TRICKERY* 


Always know the law before you enter a battle. If you don't like a law, 
walk around the world map for a couple of days until one pops up that’s 
more to your liking. Also know that even if an ability is banned, an 
enemy can use it. If you're fighting a Totema, for instance, and you ban 
its main attack, don't be surprised if it racks up the Yellow Cards turn 
after turn anyway The judges tend to look the other way if an enemy 
has a medal beside its name such a foe will never receive a Red Card. 



Summ on spel 1 s cast u rider Doubl & cas t Mak e a R eri Marj# wi th Summon sk il I s 
don't count os Summon spells as far to create a character that excels both 
as the law is concerned. on of fense and on defense. 
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Free T-shirt 
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for $19.95 


You may know Tactics, but 
are you a master of gaming? 

UJell, the pros at riintendo Power 
spend their hues playing games, 
and they're itching to pass the 
knowledge on to you! Sign up for 
a year-long subscription to^ 
receive the latest news, 
strategies, codes, previews, 
reviews and more for the 
titles on Came Boy®fldvance 
riintendo CameCubel 



uisit store.nintendo.com 
or call 1-800-255-3700 


Ask for offer #4444 to receive your 
adult-sized medium T-shirt with your paid 
subscription to Nintendo Power. 


*S27,95 Cdn. 

Please allow 4-6 weeks for delivery of the magazine and free gift, 
Online ordering not available in Canada. Offer good while supplies last 
Prices subject to change without notice. Only Visa or MasterCard 
accepted with phone and online orders. 
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You won't get far in Final Fantasy Tactics Advance without the ^ 
Official Player's Guide from Pintendo Power. UJe'ue got ail the 
data and tips you need to make your adventure a success. 
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